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THESNES CLASSIC 
COMPLETION CHALLENGE 


РМ PROBABLY SETTING myself up for failure. 


It’s not that I think І can't beat these games. Sure, some of them are intimidating, like Contra III: The Alien Wars and Super 
Ghouls 'n Ghosts. But with the built-in Suspend Points and especially the new Rewind feature, any moments of pure difficulty 
shouldn't faze me too much. 


No, the greater obstacle in this endeavor will simply be time management. When these games first launched as SNES 
cartridges back in the '90s, | played and beat almost all of them without much trouble. Of course I did! | was a kid. Teenagers 
have nothing but time on their hands. So the real question is, can a mid-30s man with a wife, two kids and a magazine to run 
find enough time in his day-to-day life to fit in full, fresh playthroughs of each of these 16-bit classics? Do | have enough flexibil- 
ity in my schedule to take on retro masterpieces like Super Metroid and A Link to the Past? To say nothing of the RPGs on this 
box that demand 30 hours or more all by themselves. 


I don't know the answer! I'm as curious as anyone to find out. And so it is that l'm announcing, for better or worse, the all-new 
SNES Classic Completion Challenge! It’s a new series of livestreams and other recorded bits of SNES Classic gameplay taking 
place on the NF YouTube channel, as | endeavor to play, from start to finish, all 21 of the games included on the newly 
re-released Super Nintendo console. 


If I’m going to be successful in this endeavor, I'll need some support. From you, of course! You can tune іп and hop into the 
chat when you see NF Magazine has begun a new live broadcast. But I'll also need the support of my family, and thankfully I’ve 
got a pair of co-pilots who've already been helping their Dad make solid progress. Calvin in particular has discovered that he's 
not the least bit camera-shy, so don't be surprised if he hops straight in front of the webcam to soak up the spotlight any time 
he's in the room for one of these streams. (You can see how a recent DKC stream went from the snapshot below.) 


And with all that said? Wish me luck! I'm diving in! - LUCAS 


YouTube.com/NFMagazine 


ONES CLASSIC 


COMPLETION CHALLENGE 


DONKEY KONG COUNTRY 


sure с сваі очен!“ WITH CALVIN! 


Beats talking сузе +. 5 (3 
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NBOX 


THE LITERAL & 
THE FIGURATIVE 


Are you familiar with someone "who wears many 
hats"? Asking about the phrase itself here. If 
you're not, | should explain in order to make this 
issue's title and theme make sense - it's a title 
traditionally given to someone who has a lot of 
different jobs, but somehow manages to do them 
all well. Like a busy, overworked parent who's 
able to balance raising their kids with the 
demands of their work outside the home, or 
maybe someone in an office setting who runs 
around the building serving in several roles while 
most everyone else sits in one spot, doing just 
one thing. 

We're taking the liberty of applying the title of 
"The Man of Many Hats" to Mario now, and we do 
so because, well, of what | just described: Mario 
is the most versatile character in the history of 
the video game industry, starring in a huge 
variety of different games, taking on more roles 
than anyone else ever has. A platforming hero. A 
go-kart driver. A prescription-hurling physician, 
a party animal . . . an Olympic athlete, for 
goodness sakes! There's nothing he can't do. 

That's just covering the figurative meaning of 
the phrase, though. If you take it literally, it still 
holds true! Mario has worn tons of different 
actual hats beyond his signature red cap over the 
years, both through costume changes and from 
the power-ups he's grabbed that have shifted his 
shape and style. We look back on his changeable 
nature here in this issue, as Super Mario Odyssey 
is now giving him more wardrobe options and 
body shapes than ever before, all packed into 
one epic adventure around the globe! | hope you 
enjoy this all-new NF issue, and | hope it renews 
your appreciation for Mario — truly the Man of 


Many Hats! 
p o 


LUCAS M. т MAS, EDITOR-IN-CHIEF 
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LETTERS 


I'm definitely most looking forward to 
Fossil Falls in Super Mario Odyssey, as I 
love dinosaurs, so please give me a 
pterodactyl to capture, PLEASE 
NINTENDO! Being able to soar around 
these beautiful rendered worlds in HD is 
something I really, really want. The 
game looks so beautiful, | want to see it 
all! As for a costume, you know what, 
just give him that Wing Cap back. (I seri- 
ously want to fly as Mario again, | can't 
stress that enough.) - BEN TURNEY 


| grew up with Super Mario 64, but I 
was learning to read as Sunshine came 
out. As such, my most intimate experi- 
ence with the foolhardy plumber was 
when he made his way to a tropical 
paradise to forget his problems, likely in 
some impulse decision during a mid-life 
crisis. To me Mario's always been the 
fun uncle who tries his best to be fun 
and "with it" despite being older, and I 
think a great outfit to depict this nature 
would be a 1970s-esque disco outfit. Not 
only would it be silly and in a similar 
style to his character, but it'd be perfect 
for Bowser and Peach's wedding recep- 
tion! Maybe he could even have a 
cutscene where he shows off his mad 
disco skills to onlookers in search of 
redemption and his chance to marry 
Princess Toadstool! — JADE WILLOW 


As far as outfits for Mario go, how 
about a Captain Lou Albano-themed 
costume? Or at least his classic Red 
Overalls and Blue Shirt outfit from 
the Super Mario Bros. cartoons. 
— ETHAN KLEINWOLTERINK 
You're in luck! See Page 50! 


Samus Aran has thunderously 
reclaimed her rightful position 
among Nintendo's most celebrated 
mascot characters with the launch 
of Metroid: Samus Returns, and it 
was a blast singing the praises of 
her entire series last time around. 
You all seemed to be just as hyped 
as we were, as we got lots of great 
feedback about the issue! Thanks 
for the kind words! Now, as always, 
we shift gears to who's up next, 
and that's our main man Mario. We 
asked in the Player's Poll which 
enemies you'd add to Odyssey for 
Mario to capture, which stylish 
piece of clothing you'd choose to 
add to the game's array of options 
and whether you think Mario and 
Peach will ever get married... or 
if she might end up with Bowser! 


If | could add an enemy for Mario to 
possess, it would definitely be a Reznor. 
The Reznor would fit in perfectly with 
the rest of the enemies, being a classic 
Mario enemy and also looking like a 
triceratops, to compliment the T-Rex. 

I'd also love to see hidden Easter eggs 
where some of the humans in New Donk 
City were employees who worked on the 
game, and you could possess them to 
find little things like hidden concept art 
or something. = DOMENIC MACEO 


| would probably advocate for a Luigi 
costume in the game. Or just having 
Luigi as a playable character altogether! 
It would probably change a lot of the 
levels in game, or maybe allow access to 
a secret area! - NOAH WRIGHT 
Luigi's got to be in it, I agree! 


If | could choose an outfit for Mario in 
Super Mario Odyssey, it would be an 
astronaut outfit — and for a kingdom to 
match with it, it would be "Galaxy 
Kingdom." The kingdom would have 
Super Mario Galaxy-style gameplay! 

— IAN DURAN 
You might be 
on to some- 
thing, lan! 


He's not ап enemy, per se, but Га add Wario to Super Mario Odyssey. 
Have him hidden in the world somewhere ready to be captured, 
and all of a sudden you're playing Super Wario Odyssey! 
— PHOENIX MARINO-RAMER 
РИ see your captured Wario idea and raise you 
the idea of an entirely new Wario adventure 
instead! Super Mario Odyssey is sure to be a 
great success, and Nintendo might be inclined 
to turn around a quick sequel, just as they did 
when Super Mario Galaxy 2 followed Galaxy 1 
by just a few years. But what if they took a 
totally opposite approach and swapped 
out the star? Wario's been loafing since 
2008. Get him back in action! 


и 


One outfit that | would really like to see Mario get in 
Super Mario Odyssey is a ninja outfit. First of all, he 
would look really awesome, and secondly, it would 
provide a cool new ability: It would make it harder 
for enemies to see him, or maybe even give him 
access to a secret ninja camp, similar to needing to 
dress up like a girl to get into the Gerudo Town in 
Breath of the Wild. - ANTHONY BALFOUR 


Ра like to bring Klepto back into the main Mario 
series. For one, his ability to steal hats would bea 
far greater inconvenience! Possessing him would 
grant you flight, albeit at a painfully leisurely pace, 
and a way to turn the hat-stealing on enemies and 
NPCs for hilarious reaction animations! — JAYCE 
CATHERALL 

Brilliant! So many characters are wearing hats in 
the lands of Odyssey that Klepto would be in 
hat-snatching heaven for sure. Even if he doesn’t 
make the cut for a return appearance this time, 
we've at least honored that most vicious vulture 
on Page 52! 


| think Mario should stay single. | mean, come on, 
man, the guy’s been unwed for 30+ years! Let him 
stay that way! If Mario were to marry Peach, 
Bowser’s frequent attempts to kidnap her would be 
even more awkward than before! As for Bowser 
marrying Peach . . . ew! No way, Jose! Bowser would 
make a horrible husband, and with his fire breath in 
mind, kissing Peach would be hazardous to her 
health, guys! - RAYMOND HINSHAW 


As far as | know, marriage has never played a major 
role in a Mario game, so this could either be just a 
way to justify why Bowser has kidnapped Peach for 
the billionth time, or, if Mario does tie the knot, it 
could be a way to revamp the entire series and hand 
the wrench down to the next Mario generation. 
Honestly, | think it'll be the former. Nintendo 
doesn’t seem too keen on having their #1 Jumpman 


settle down, even if it meant we could finally play as 
his kid in the next game. 

Obviously, Bowser won’t marry Peach. Or, if he 
does, there'll be some wacky loophole that keeps 
them from being legally bound. But, again, my 
money's on the former. I'm fully confident it will be 
just another "Mario ruins Bowser’s plans and 
rescues Peach" situation. But | am open to being 
surprised! — ISAAC DICKINSON 


| think Mario will get married in Odyssey, if for no 
other reason than he has his own wedding outfit 
amiibo! That's gotta be for a reason! And thus, | 
propose that Mario will propose. — JOSEPH 
STANICHAR 


| don't think Mario will get married in Super Mario 
Odyssey. Mario is a bachelor for life, and who would 
take care of Luigi? Three is company and the 
dynamic duo would have to split up. — BEN 
CULLIVAN 


Aside from the classic "Princess Peach is captured" 
formula, all we know about Mario's life is that he's 
the Mushroom Kingdom's plumber who's called in 
when Princess Peach needs his help (and to go 
golfing, play basketball, play soccer, etc.)! So why 
would they be getting married now, 29 years after 
meeting each other? Even then, wouldn't you expect 
Bowser to kidnap the Princess while Mario's dis- 
tracted, going kart racing, perhaps? What we don't 
realize is how significant this very wedding is! This is 
the moment Mario's, Bowser's and Peach's lives have 
been leading up to! The union of man and woman, 
the future of the Mushroom Kingdom, and the most 
important decision of Princess Peach Toadstool's 
life! One thing's for certain, Mario games may never 
be the same ever again. It's the time where Bowser 
(or Mario) can speak пом. . . or forever hold their 
peace! — NANDIN LOPEZ 

What will happen? Play Odyssey to see! 


DON'T ANGER 


THE ОХ; 


What are some games that have no chance of 
being ported to the Switch, but you still hope 
they might? — @THE_OTAKUCAT 

Nintendo Land seems like a pretty long shot, 
seeing as it was so heavily integrated into an 
aspect of the Wii U's specific gimmick that 
wasn't replicated with the Switch. Would love 
some more of that Balloon Trip Breeze action, 
though, and I rather liked the Metroid Blast 
game, among others. 

ІЛІ also meet you with a counterpoint 
question: Is there any reason at all for them 
not to port Donkey Kong Country: Tropical 
Freeze to the Switch, seeing as it barely used 
the GamePad at all? I say thee nay! 


LET'S SEE YOUR BEST SNAPSHOTS! 


Everybody knows how important it is to preserve your merry memories, and especially so when you go on an 
incredible vacation! Well, Mario's epic travels around the globe in Super Mario Odyssey bring him to the most 
exotic and exciting locations he's ever encountered, and he'll be happily snapping photos of every scene with 
the game's snazzy built-in Snapshot Mode. The Capture Button on the Nintendo Switch Pro Controller and 
Joy-Con (L) already work to take instant screengrabs of any game you play on the Switch at any time, but 
Odyssey boosts the functionality of this feature by freezing time in the game at any moment you want. You 
can then move the camera around Mario, adjusting its angle and distance relative to our hero in order to 
properly frame the perfect picture. You can even turn things on the vertical, in order to snap shots that would 
fit your smartphone perfectly! Once you've nabbed the perfect image, you can then edit it by applying visual 
filters, like making everything sepia-toned (to alter the mood, you know). Seen here are a few examples from 
Nintendo, but we want to see your best work! Tweet us @NintendoForce to show us your shots! 


THE PLAYER'S POLL 


Congratulations to lan Duran, the winner of last issue's Player's Poll! 
Your new chance to win is below, and this time around we're interested to 
know your thoughts on the new surge of M-rated games heading to the Switch. 


QUESTION 71 QUESTION 22 QUESTION #3 


DOOM. Skyrim. Wolfenstein! Should Nintendo be Our next issue will be our first 

Tons of "Rated M for Mature" actively pursuing M-rated for 2018. Let's hear your predic- 

games are bound for Switch. games for Switch, or tions for the New Year: What's a 
Do you ever play M-rated should they stick with game that isn't yet announced, 
games? Why or why not? being family friendly? but you think will drop in 2018? 


Send your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #30" - this time, one reader whose answers are picked 
for print will win their choice of either Kirby Battle Royale or Wolfenstein II! 


COMIC BREAK 


Y WITH MY CAP-TURE ABILITY, 
YOU CAN TAKE CONTROL OF 
ANYBODY TO HELP YOU 
IN YOUR ADVENTURE. 


MARIO! 


СОО? ЗОВ, MARIO! YOU RIPPED 
APART ALL OF SPACE АМУ TIME! 


BAV BABY! 


BY MARK KELLY 
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A PLUMBER No MoRE? МАРІО Moves ON! 


The hero has apparently left his longtime day job behind. 


MARIO’S GOT A new theme song. 

As if the infectious "Jump Up, Super 
Star!" weren't already smile-inducing 
enough from its use in Super Mario 
Odyssey’s E3 2017 trailer, Nintendo’s 
taken things another step further by 
presenting it now with a live-action 
music video! It’s the stuff of Broadway 
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magic as our hero runs, leaps and 
dances in the streets of New Donk City, 
supported on all sides by live back-up 
dancers and a real, human Pauline 
laying down the lyrics. This is the new, 
modern Mario: jumping up super high, 
high up in the sky. 

But this isn’t his first theme song. 


Coming up on 30 years ago now, 
The Super Mario Bros. Super Show! 
introduced the first animated versions 
of Mario and Luigi with this opening 
line: "We're the Mario Brothers, and 
plumbing's our game!" The story held 
that the bros were common handymen 
living in Brooklyn when, one day, they 
accidentally discovered a secret Warp 
Zone and ended up getting sucked into 
the Mushroom Kingdom. In their 
actual video games, the brothers first 
appeared as plumbers even earlier, in 
1983's Mario Bros. arcade game. And 
in the decades since, Mario and Luigi 
have still been casually called 
plumbers (despite rarely doing any 
actual plumbing work). 

Why bring this up now? Because 
Mario's apparently not a plumber any 
more! 

A recent update to Nintendo's 
official website in Japan offered a new 
profile of Mario, saying this of him: 

"All around sporty, whether it’s 
tennis or baseball, soccer or car 
racing, he does everything cool. Asa 
matter of fact, he also seems to have 
worked as a plumber a long time ago." 

Could it be true? Could Mario’s 
common career finally be a thing of 
the past, after all this time? 


It’s probably no shock to younger 
fans, but kids of the '80s like me were 
rigidly conditioned that Mario =a 
plumber. Constantly. The Super Show 
cartoon was fixated on that fact, as 
half of its gags and lines of dialogue 
were about the brothers’ plumbing 
background (and the other half were 
jokes about Mario eating too much 
pasta). 

Perhaps it is time to let Mario move 
on. He’s been a full-time hero for so 
long now, and just about to embark on 
his most epic adventure ever. There’s 
just no time to unclog pipes anymore! 
Time to retire his plunger. - LUCAS 


For the sake of tradition 
and honoring his classic 
characterization (and the 
upbringing of myself and 
all other cartoon-loving 
kids of the 805 and 905), 
well continue to refer to 
Mario as a plumber within 
these pages. It wouldn't 
feel right to do otherwise! 
— LUCAS 
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Mr. IWATA’S OMAMORI 
There's a secret in every Switch. 


WHILE YOU' VE BEEN waiting for Nintendo to finally come out and 
say something about a Virtual Console service for the Switch, it turns 
out there's been an NES game hiding inside your console all along. 

Enterprising hackers recently uncovered an emulated version of the 
NES game Golf hidden within the firmware of every Switch unit. It's 
inaccessible without meeting some very specific conditions: To launch 
the game, the date on your Switch must be set to July 11, and then, 
while on the main menu, you have to pick up the left and right Joy-Cons 
in your hands and push them both forward from your body. 

Yes, it's Mr. Iwata's signature "Directly to you!" gesture. 

July 11 was also the day that Mr. Iwata passed away two years ago, 
and Golf is one of the earliest games that he had a hand in helping to 
program over 30 years ago. So, as it turns out, this tucked-away secret 
NES game isn't some prototype Virtual Console test, or even something 
hat was meant to be found and played at all. Rather, it seems to have 
been included in each Switch as an omamori. 

Now, ! personally have little background in understanding Japanese 
culture on this point, but an omamori is traditionally a kind of amulet 
ound in Shinto or Buddhist temples, and they're meant to bring luck or 
protection to their bearer. For Nintendo to have included one of Mr. 
wata's games inside each Switch — and for them to have not drawn 
any attention to the fact that it's there — is likely the company 
honoring their fallen President, preserving the legacy of his influence 
and leadership and hoping that its presence brings luck and good 
ortune to every console sold. What a wonderful way to continue to 
honor an incredible man! — LUCAS 


А NEW CHAMPION CROWNED 
Thomas Gonda conquers NWC 2017! 


IT ALL CAME down to Odyssey. 

Taking even more inspiration from The Wizard than 2015's Nintendo 
World Championships event already did, the recent 2017 NWC competi- 
tion came to a close with its two finalists facing off in an unreleased, 
impossible-to-have-practiced-ahead-of-time Super Mario adventure. 
This time around, though, John Numbers didn't come out on top. He 
made it all the way to the finale in his attempt to defend his 2015 
crown, but in the end was only able to take home the second-place 
silver medal as new champ Thomas Gonda emerged victorious! 

The hours leading up to the grand finale were filled with fun and 
surprises, too. Nintendo dove deep into the back catalog to pull out 
unexpected games to thrust upon the competitors, from the rarely 
remembered two-player versus mode in the Game Boy Color's Super 
Mario Bros. Deluxe to the delightfully obscure DSiWare arcade chal- 
lenge, Bird & Beans. Seriously! Competitive Pyoro played on stage in 
front of millions of people in the year 2017! What a world. 

Sadly, no surprise game announcements were made at the event. 
2015's spectacle brought us the reveals of both EarthBound Beginnings 
and Metroid Prime: Blast Ball, but this time? Nothing. Nintendo's 
making us sweat waiting for the next Smash Bros. reveal! — LUCAS 


Be warned: I’ve got two kids now in training 


to take on the next NWC! - LUCAS 
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BRING Cappy Home! 


Add an extra-appropriate extra hat to your own collection. 


SUPER MARIO ODYSSEY'S new character, Cappy, is already being widely accepted by the 
fanbase. That means merchandise is incoming! First, Nintendo handed out visor-type Cappys 
at E3 this year at their booth, and people snapped them up. (They were selling on auction 
sites for around $50 each.) We've also seen some promo pins with Cappy's image, but 
nothing compares to what GameStop just released: For $20, you can be the proud 

owner of this one-size-fits-all full hat Cappy. This high-quality hat is more plush 

than regular hat, and features Cappy's iconic giant eyes with full embroidery. 

They're not just pieces of cardboard or plastic glued to the hat! This hat 

does not guarantee that you can throw it and land on it, capture and 

control your friends or animals, or make you look as dapper as Mario. 

Still, it came out with time to spare to pull together a nice Super Mario 

Odyssey Halloween costume! 


PLUSHAPALOOZA! 
No shortage of new cuddly friends. 


THE LEGEND OF ZELDA: Breath of the Wild plushes are out 
now in Japan, and the reason I’m more over the moon about 
that than usual is the fact that this is the very first time a 
baddie besides Ganondorf has been plushified! Low-level 
enemies often get overlooked in Zelda merchandise, but there 
is the stalwart Bokoblin, sitting there with his little plush club. 
How can you resist? There's also a Sheikah Slate and good ol’ 
Link in Champion Tunic to complete the set from Village 
Vanguard. Link has so many cute little belts! | love the chibi 
form! These plushes were released during a Legend of Zelda fair 
that coincided with the launch of the Nintendo Classic Mini: 
Super Famicom at Village Vanguard stores in Japan. Keep in 
mind that these are promotional items and will be harder to 
find, and will only really be available to people outside Japan 
via auction and import sites. 

Build-a-Bear is expanding its Pokémon license by adding 
Meowth. Once again there are two versions depending on 
where you buy the plush. In-store, the plush is just $28, no frills. 
Online is a different story. If you front the extra cash, you'll be 
getting some nice bonuses. Meowth can don a Team Rocket 
hoodie or a Quick Ball hoodie, both being tailored to his unique 
look. Being one of the only Pokémon who has the power to 
speak something besides its name, the greedy little cat natu- 
rally comes with a sound box! The bundle even has some exclu- 
sive Pokémon cards chucked in for good measure. However, all 
these add-ons will set you back $60. 

Fangamer was known for unlicensed but amazing game- 
related goods for years, but the gang in Tucson is now tapping 
into indies for fully licensed goods. And boy are they good! A 
Hollow Knight plush has appeared on the site, ready for pre- 
order for a late October release. He even comes with the Nail, 
and magnets in his hands and back can keep it at the ready or 
sheathed. | love this new trend in plushes, as I first saw it with 
the Shovel Knight plush. Hollow Knight will be $22. 

Finally, rounding out our roundup of new plush releases is a 
round little version of Phoenix Wright, Ace Attorney. He and 
Miles, Mia and Apollo arrive on November 22 for $24 each! 
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MEGA-SIZED 


One truly massive Mega Man! 


CAPCOM IS CELEBRATING Mega Man's 30th anni- 
versary the only way they know how: not with a game, 
but more merchandise. The plush measures 132cm or 
4.3 feet (so consider just how puny Mega Man is next 
time he's saving the world). The plush is currently sold 
out on Amazon Japan where it appeared, possibly indi- 
cating a very limited release, and the date for release 
is set for December 24th. That's right, he's essentially a 
Christmas present that nobody will receive on time! 

The plush retails for 32,400 yen, which converts to 
around $290. I can't imagine what shipping would cost 
to get this to the States, but it's probably similar to the 
life-size Mr. Saturn I imported, and now my wallet is 
having flashbacks! 


Collector's Corner is compiled by Brett Martin, the world record holder 

for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com! 


MARIORNAMENTS 


Add a bit of the Mushroom Kingdom to your Christmas. 


HALLMARK HAS RELEASED three Mario-related ornaments this year, 
including Mario who released in the Summer, and Yoshi and Luigi who joined 
him on October 5. Luigi is classified as a "companion ornament" to Mario, 
meaning he's more limited and may be harder to find. Each ornament retails 
at $15.95 and looks to be high quality. (Hallmark also quietly released another 
smaller Mario ornament that looks exactly like the one GameStop had last 
year, but just with different packaging.) Trim your tree terrifically! 


m 
МАРО РЕЖОН ВОЛБЕК: 
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D RESSED TO THE N INES Suretobe wedding cake toppers for years to come! 


SO BOWSER AND Peach are getting married, huh? That can't be right! This 
must be the most nefarious plot Bowser has planned in a while. Naturally, 
Mario will prevent it, right? Might as well show up to object in style! All three 
characters' wedding outfits have them looking ritzy, but I love all of the little 
details put into each design. Mario in all white with his "M" logo offset on a 
fuzzy-looking top hat and a red bowtie? Very nice. Bowser has a great outfit 
too, with a textured tux, steel-toed boots and a purple dress shirt as an 
accent. | also love his Bowser logo on the hat. Kudos to his tailor. Peach looks 
great too, with a sparkly white wedding dress and her hair done up with a 


tiara and veil. No Cappy or Tiara here, but perhaps they'll get their own 
amiibo later? The trio will be sold separately or as a trio on October 27. 

Did you pick up Samus, the Metroid, Goomba and Koopa Troopa? Chrom 
and Tiki hit on October 20 to accompany Fire Emblem Warriors to store 
shelves, and the four Breath of the Wild champions arrive November 10. 

1 also have to mention the newly revealed Shovel Knight additions! Plague 
Knight, Specter Knight and King Knight will be getting amiibo, but no release 
date has been announced. That makes four indie amiibo now, all from Yacht 
Club. Will other indie studios jump on board with their characters too? 
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THE END OF MIIVERSE 


Say it aint so! 


NOTHING LASTS FOREVER, and in 
some cases lately, things aren't lasting 
nearly as long as some might prefer. 
The Miiverse launched with the Wii 
U on November 18, 2012, and soon 
spread to the portable Nintendo 3DS 
platform at the end of the following 
year. And while Nintendo seems only 
too happy to shut the door on 
anything to do with the Wii U, their 


New SUPER MARIO BROS. U 


Activity Feed ВОЙ 


LE New Super Mario Bros." U Community 


Communities 


decision to conclude their attempt at a 
social network after only five years is 
taking the Nintendo 3DS side with it, 
despite the company's stated intent to 
continue support for the still-current 
handheld even as the Nintendo Switch 
continues to gain momentum. 

Even worse is how this will affect 
those who may still be loyal to their 
Wii U and have yet to Switch things up. 
While Miiverse functionality encom- 
passed nearly every game for the 
platform at a most basic level, it was 


Favorite % 


mi Displaying recent posts 
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View Popular 


Notifications c=> 


Ш? places quicker. 


өм vahi 


12 ISSUE #30: THE MAN OF MANY HATS 


m 
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Great! 


The Switch generation is 
off to an incredible start! 
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more heavily incorporated into some 
more than others. For instance, games 
such as Super Mario 3D World allowed 
users to commemorate victories and 
share hints throughout their worlds. 

More heavily impacted are titles 
such as Super Mario Maker, whose 
entire subculture was comprised of 
sharing and commenting on the 
courses made by others, though at 
least Nintendo is creating a fix so that 
at least the sharing can continue. 
Splatoon will also lose its graffiti- 
styled interaction, while tournaments 
and sharing YouTube clips will be gone 
from Mario Kart 8 — lucky thing there 
are Switch versions, right? Sadly, the 
same can't be said for Super Smash 
Bros. for Wii U and its clips, as well as 
its Miiverse stage. 

Sadly, the removal of Miiverse also 
means that fans will lose their ability 
to capture their own screens in Wii U 
and Nintendo 3DS games, unless the 
game itself allows it. But if there's one 
silver lining, it's users can request that 
Nintendo send them all their Miiverse 
posts and screenshots, though replies 
won't be included. - DAVID 


Oh. 


The previous generation 
is fading out really fast. 
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It's a shame to see some- 


thing like the Miiverse 
go after such a short run, 
especially when compet- 
ing platforms have their 
own rough equivalents 
running at full steam. 
One has to wonder if 
they'll have something 
newin that space ready 
to go when they launch 
their subscription service 
for the Nintendo 
Switch, to say nothing of 
the relative lack of 
longevity we're seeing 
across their digital 


offerings. - DAVID 


GAME FORECAST 


А quick look at the biggest games coming in the months ahead. 


THE TIMING OF this issue's release ended up being a bit dif- 
ferent than originally planned, so our cover game is likely 
already on a store shelf near you as you read this. We've sup- 
ported the launch of Mario's epic Odyssey with all kinds of hat- 
tastic content throughout the pages ahead, and our journey 
through evaluating the adventure itself begins on Page 60 this 
time around. Let's-a go! 


ODYSSEY'S CLOSING OUT October, but Mario's 
also going to be opening up November! The new 
3DS-bound celebration of the history of the Mario 
Party series, Mario Party: The Top 100, is making its 
debut on November 10. We've got a brief look for 
you on Page 46, with a more in-depth analysis 
coming in our full review next time! 


BET YOU NEVER expected to see that logo pop up in our 
pages, did you? We're just as surprised as you! Bethesda 
Softworks — a major AAA publisher previously known for huge 
million-selling titles made for every platform other than 
Nintendo's — is jumping onto the Switch with a huge, gory 
splash. An all-new port of 2016's revamp of DOOM is launching 
on November 10! Check out Page 42 for more. 


IT’S NOTA total shock to see Bethesda support 
the Switch with a DOOM port, as the company had 
committed to delivering a Switch edition of The 
Elder Scrolls V: Skyrim back at the beginning of this 
year. What is surprising is that the just-revealed 
DOOM is beating Skyrim to stores! The Dragonborn 
will arrive there November 17. See Page 48! 


The бідег Scrolls’ V 


SIKYRIM 


IF YOU'RE NOT up for hunting down dragons in Skyrim on 
November 17, you can instead hunt down Dragon-type Pokémon 
in Alola again! Pokémon Ultra Sun & Ultra Moon debut as the 
newest pair of monster-catching adventures on that day, and 
despite some initial misgivings due to The Pokémon Company's 
secrecy about them, it seems these return trips to the islands 
are shaping up to be quite different! See Page 46. 


LAST BUT NOT anywhere close to least in terms 
of the amount of hours you can expect to invest in 
it before seeing the end credits, the epic adventure 
of Xenoblade Chronicles 2 is poised to close out 
Nintendo's first-party retail releases in 2017 with its 
December 1 arrival. We've got a final preview of this 
one on Page 40, and the review next time! 


Hmmm ... the lineup for 20175 final months looks solid, but it leaves 
me wondering what lies beyond. When will Nintendo let us know what 
the first big games of 2018 are going to be? (Beyond Kirby Battle 
Royale, that is, since it's the only game on the docket for January at the 
moment.) We need to keep the hype train moving! — LUCAS 


& DLC! 


Upcoming add-on content. 


ADIC E 
KINGDOM BATTLE 


OUR COVER GAME for Issue #28 is finally getting 
the review treatment here in Issue #30, so flip to Page 
74 for that. But don't think the action will stop there! 
Beyond the base game, Mario * Rabbids Kingdom 
Battle has a Season Pass of DLC split into two parts. 
Part 1 is available now and adds new Ultra Hard 
Challenges plus a co-op campaign, while Part 2 is set 
for January 16 and is promised to expand the story! 


THE LEGEND OF 


BREATH, үу» 


<= THE CHAMPIONS BALLAD > 


AS WE GO to press with this issue, we're 
unfortunately still awaiting confirmation 
of the date when Breath of the Wild’s DLC 
Pack 2, "The Champions’ Ballad," will go 
live. Its associated amiibo (like the stylish 
Revali seen below) hit stores November 
10, but will that be the DLC date too? 
November's kind of packed, so maybe 
they'll hold this until after Xenoblade? 
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SUPER MEAT BOY FOREVER 


IT’S HARD TO believe that the original Meat Boy was released nearly a decade 
ago! The little free Flash platformer remained relatively unknown for years, 
though Super Meat Boy, its giant-sized sequel, would later go on to become one 
of the most influential indie games ever made. Ever since then, millions have 
wondered if we'd seen the last of this brave little beef cube and his girlfriend 
made of bandages. Now we have our answer: Super Meat Boy Forever is set for 
release in 2018, and it's already making waves on Switch. 

Being one of the most influential indie games ever means having a lot of 
copycats and clones, so head of Team Meat Tommy Refenes knew that the third 
game in the series would have to change it up in a big way to stand out. Hand- 
drawn visuals, auto-running gameplay and the ability to finally fight back 
against enemies of all sizes are just a few things that make this sequel special. 

But is it too different for diehard fans? Tommy told us "I never had doubts 
Super Meat Boy Forever was а good game, but | was concerned people would 
reject it because it's two buttons instead of traditional platformer controls. It 
felt good to hear the overwhelming majority of people who played it at PAX, 
EGX and Nindies Night say 'it's different but it still feels like Meat Boy.' That's 
exactly what | was aiming for." — JONATHAN 
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SAUSAGE SPORTS CLUB 


РМ WORRIED THAT "A Meaty Selection" is a lame name for this roundup of 
upcoming Nindies, and perhaps it is. But here at least is a second meat-themed 
game to sit alongside Meat Boy and help sell the title just a bit more! And, 
bonus, Sausage Sports Club also features tons of collectible hats. So it hits the 
overall Issue #30 theme as well! 

The hats found here are just a bit of oddball ornamentation to set your char- 
acter apart before you fly into the frenzy of the game itself: a frenzy best 
described as physics-fueled flopping. Each member of the Sausage Sports Club 
is a goofy-looking animal with an abnormally elongated neck. They dash around 
arenas together playing all kinds of games, all the while bobbling their heads 
back and forth and back again as they bash into one another and try to achieve 
whatever the current gametype's objective happens to be. 

There's Sumo, for one, which just tasks you with ramming into your oppo- 
nents to try to knock them out of bounds. There's Soccer, in which a ball's in the 
mix and you're trying to bounce it into a goal. There's Paint, which is a riff on 
Splatoon — but even more manic than that game, because Sausage Sports Club 
supports up to eight different players at a time, so just imagine the colorful 
chaos that results from that! Much, much more beyond that, too! — LUCAS 


DRAGON: 
MARKED FOR DEATH 


WHEN INTI CREATES took on the development task of what was then the 
latest Mega Man series way back in 2002, it was clear that the team had an eye 
toward fantasy and mythology. Injected into a futuristic world of Reploids and 
Mechaniroids were swords and shields, Cyber-Elves, characters with inspired 
names like Leviathan and Fefnir and even a city-state named for such a region 
of ancient Greece. Certainly, many of these elements had been included in the 
franchise at a drip feed before, but in Mega Man Zero, it was concentrated more 
heavily than ever. It just begged the question, "What if these guys actually 
applied all of this to some sort of actual fantasy game?" 

Enter Dragon: Marked for Death. Announced during the Summer 2017 
Nindies Showcase, this title is bringing together numerous figures who featured 
prominently in the development of both the Mega Man Zero and Mega Man ZX 
series to create what they describe as a "dark, fantasy-style action/RPG." 

Little more is known about it, except that the sidescrolling action bears Inti 
Creates' distinctive style, and can be played either solo or with up to three 
other players, whether online or off. We'll be waiting with bated dragon's breath 
for more info to come out leading up to its Winter release. — DAVID 


You obtain the 
Umbrella?! It protects = 
your head from falling | 


SAVE МЕ, MR. TAKO! 


MARIO ISN'T THE only man of many hats headed to a Switch near you. Mr. 
Tako, an eight-legged mollusk with a heart of gold, is also coming to Nintendo's 
newest portable. He's sure to feel right at home, as this plucky octopus' four- 
color adventure pays tribute to the Game Boy greats at every turn. He explores 
dungeons like Link, jumps like Mario, freezes enemies to use as platforms like 
Samus and has over 50 different special powers (and hats), just like Kirby! 

When asked how his game ended up on the Switch, Tako's creator Chris 
Galati said, "I sent the first demo to Nicalis back in 2014. After that I'd often 
send them animated GIFs to keep them updated on the game's progress. We 
finally met in 2016 at the Tokyo Game Show, and then signed a contract in May 
2017, just before going to Bitsummit. We've been working on the Switch version 
ever since." 

"Developing the game for the Switch feels like a dream come true. Tako 
realized many of my dreams and made me grow from a student to full-time 
indie game developer. I'm happy about how the development went. | was able 
to put everything | wanted in the game according to my initial vision, and | hope 
people will like it." 

Mr. Tako and his many hats should arrive Бу the end of 2017! — JONATHAN 


AWAY: JOURNEY 
TO THE UNEXPECTED 


FOR YEARS, GAMES have struggled to effectively transport players to worlds 
that feel like real animated cartoons. Those that stick to hand-drawn art often 
end up looking flat, while polygon-based graphics manage depth with ease, but 
at the risk of looking artificial. It's a balance that even the big names in the 
industry rarely get right. 

That's why the announcement of Away: Journey to the Unexpected was so, 
well, unexpected! Co-created by Aurelien Regard, artist on the cult DS favorite 
Big Bang Mini, Away came out of nowhere with graphics that are almost too 
good to be true. You play as a young boy who talks to a frog in his toilet before 
discovering a magical land where monsters are real and mystery lies around 
every corner. While moving through a three-dimensional space from a first- 
person perspective, everyone you meet, friend and foe, is a vibrant, fluidly 
animated two-dimensional cartoon. Adorable slimes wearing construction 
helmets and attack en masse, and it's up to you to beat them with a stick. Later 
you'll meet a talking tree who'll join you on your adventure as a new playable 
character, offering up all-new abilities — and he's only one of many. It's an 
FPS-meets-JRPG extravaganza where anything goes! — JONATHAN 


| NINE PARCHMENTS 


WAIT A MINUTE, hats again? We seriously hit upon a trend this time around, 
because Nine Parchments is yet another upcoming Switch release that intends 
to entice its players to play justa little bit more in each session by dangling the 
potential of new unlockable headgear in front of them. In this case, it's wizard 
hats, just one type of collectible you can amass alongside a collection of new 
staves to wield and magic spells to cast. It's important for young spellcasters to 
look good while bending the rules of reality, after all! 

Once you've got your chosen wizard selected and properly dressed for the 
occasion, you and up to three other wizarding friends can set out on a quest 
through the frantic, action-packed worlds of Nine Parchments. You've seen 
plenty of multiplayer beat-'em-ups that let you and your friends take to the 
streets and thrash thugs with fists and feet. Shoot-'em-ups are commonplace, 
with laser guns and missiles taking out alien foes. But the developers at 
Frozenbyte are billing this one as a "blast-'em-up" of magical mayhem. Just one 
wizard spewing spells like screen-filling walls of flame is flashy enough, but 
when you've got four players all putting Harry Potter to shame at the same 
time, you get an insane visual spectacle that looks like it's going to be a totally 
magical multiplayer experience indeed! — LUCAS 
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CELESTE 


WHEN HE WAS only 16 years old, Matt Thorson released Jumper, a game that 
would later make him famous among other developers. It's the first of four 
tough-as-nails platformers that, thankfully, have nothing to do with the Hayden 
Christensen film of the same name. Years later, he found new success with the 
TowerFall series, a group of party-combat games that have deceptively deep 
play mechanics. Celeste, Thorson's next game, feels like the combination of 
both of his biggest hits — like Jumper, it's packed with tons of intelligent and 
interesting level designs, and like TowerFall, it allows you to master the abilities 
of a seemingly simple but ultimately multifaceted lead character. 

Thorson told us, "We're so excited to release Celeste on the Switch. Playing 
our game on a Nintendo console has been a lifelong dream of ours, and the 
Switch is absolutely perfect for Celeste. We were hoping to be a launch title, but 
the game ended up needing more time to develop. At first we were sad to miss 
launch, but now Celeste is much bigger and better as a result. We were origi- 
nally planning to make about 200 levels, but now we have more than 600, and 
the narrative experience of the game is much stronger. We hope you'll enjoy 
climbing Celeste Mountain in January!" 

Get ready for the next jump in the New Year! — JONATHAN 
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FLOOR KIDS 


| WAS THE inspiration for Napoleon Dynamite. | mean, | don't want to brag, 
but | performed a ridiculous solo dance routine in front of an auditorium full of 
high schoolers in 1998, over half a decade before Jon Heder did the same in the 
climax of that 2004 film that made him a star. Clearly, it must have been me 
who started the short-lived skinny nerd dancing craze nearly 20 years ago. 

Floor Kids is not that. This is as far removed from goofy dancing done just 
for laughs as possible — this is a game that authentically and accurately adapts 
the actual experience and culture of breakdancing, and does so with an insane 
eye for detail. These moves are real. This rhythm is real. 

Though Floor Kids is not entirely a rhythm game. It partly is, in the sense 
that it challenges you to observe and then re-create sequences of steps and 
master set routines for each of eight different playable characters. But that's 
just the beginning, as after you've exhibited an understanding of the basics of 
each b-boy or b-girl, you're then given free rein to fully improvise and create 
your own freestyle dances. Floor Kids accomplishes this sense of freedom by 
offering a crazily unique control scheme that alternates between both button 
presses and touchscreen gestures (if you're playing it portably, that is). 

... I'm still waiting on those Napoleon Dynamite royalty checks. — LUCAS 
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PIKUNIKU 


WHAT IF YOU were a red oval with two long legs and absolutely no arms? 
Would you kick a tree to help a stranger? If you found a little dancing bug, 
would sit and watch it, or would you run away? If you went to a party where the 
mayor told you that you were perfect, would you trust him? If a toaster aggres- 
sively shot bread into the air, would you just let it happen, or would you try to 
make a difference? 

These are the kinds of questions that Pikuniku poises at a persistent, almost 
petulant pace. The game's sugary sweet style coats a decidedly sour subtext, 
making for a brand of entertainment that's fitting for both kids and adults, 
though not entirely on the same levels. 

Like Animal Crossing and Chibi Robo, one of your main goals in Pikuniku is to 
make others happy. Also like in those two Nintendo classics, you may find that 
some of your seemingly happy-go-lucky neighbors have problems that go 
deeper than you could have ever expected. In this co-op adventure where no 
one can die and everything is cute, comic mischief is a constant occurrence, 
oftentimes paired with amusing social commentary on so-called utopias. 

If Dr. Seuss had ever decided to remake Animal Farm in video game form, 
the result might have been Pikuniku. — JONATHAN 


MORPHIES LAW 


MURPHY'S LAW IS the old adage that "anything that can go wrong, will go 
wrong." That cloud of impending doom also hangs over Morphies Law, but not 
in a way that spoils the fun. If anything, the game's fatalistic attitude helps to 
keep the good times going! No matter how skilled you are (or aren't), you'll 
always have a good chance of success (or failure), thanks to a gameplay hook 
that doubles as the perfect competitive handicap. 

Long after the human race has died out, groups of robots themed after 
Mexico's Day of the Dead battle it out in sky-high villas and burnt-out desert 
landscapes. These gun-toting mechanical puppets fight it out with conventional 
firearms, but that's the first and last "normal" thing about them. If a robot 
shoots another robot in the head, the shooter's head will grow. Likewise, after 
being hit, the victim's head will shrink. The same holds true for all their body 
parts. This mass swapping means those with the best aim are destined to 
become the biggest targets, and those who are constantly shot will become so 
small that they can hide almost anywhere. This is Morphies Law in action. 

That's just one way that size matters. If you have huge legs, you can leap tall 
buildings in a single bound. With giant feet, you can punt opponents like a 
football. And you thought Splatoon was a weird, wild shooter! — JONATHAN 


BATTLE CHEF BRIGADE 


BATTLE CHEF BRIGADE was made by just a handful of people, but it still 
manages to outclass many AAA titles, with a style that combines the best 
aspects of Eastern and Western animation. It was no surprise then to learn that 
the game's creators were former employees of Disney Interactive. Disney only 
hires the best, and what do the best do when they're freed from all artistic 
restraints? They make the world's first sidescrolling-action-exploration-hunting- 
gathering-improvisational-competitive-cooking-puzzle game! 

Mina, Battle Chef Brigade's leading lady, is a quick and nimble hunter who 
doubles as a culinary commando. She's joined by Thrash, another playable 
character whose brawny physique and firebreathing special attacks more than 
make up for his lack of subtlety. Each must enter the fray and hunt for 
monsters big and small to use as ingredients in the ultimate fantasy food cook- 
off. Then it's back to the kitchen where foodstuffs are combined like puzzle 
pieces, and only the strongest chefs survive. We asked Tom Eastman, lead 
designer, if he'd cooked up something Nintendo fans would love. He said, 
"Battle Chef Brigade and the Switch go together like peanut butter and dragon! 
That's a perfect pairing, for those of you new to the hunt-and-cook genre. And 
they said not to make a game while hungry. Whoops!" — JONATHAN 


POLY BRIDGE 


VIDEO GAMES ARE mostly made for entertainment purposes, but every once 
in a while one comes along that might just help you get accepted into engineer- 
ing school! Say hello to Poly Bridge, the puzzle game all about careful construc- 
tion and structural integrity! 

A winsome low-poly look sets the scene: You're a civil engineer staring down 
at a raging river, and it's up to you to come up with a bridge design that will 
allow traffic to cross from shore to shore without plunging down into the 
current below. In action, the gameplay plays out in a manner similar to World of 
Goo, in that you assemble structures mostly by building out a series of triangu- 
lar nodes, then have to take into account the weight of the vehicles trying to 
cross the bridge you've just built and adjust your placement of supports as 
needed to keep the whole thing from collapsing. 

The game starts off simply enough, tasking you with building only the most 
rudimentary bridges capable of supporting one or two cars at a time. But as the 
game's 100+ levels go on, the complexity gets dialed up to insane levels and 
you're forced to think through multi-tiered bridges, bridges that move between 
multiple positions, bascule bridges that can open up to allow ships to pass by 
and much more. If you've got a mechanical mind, this one's for you! — LUCAS 
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WILL IS NOT a warrior — not by day, at least. While the sun shines he's simply 
a common shopkeeper, standing behind a counter and selling adventuring 
equipment to the heroes and rogues who step through his door. 

But when night falls... 

Moonlighter tells the secret tale of what happens after hours at ye olde 
weapons shoppe. Will, you see, locks his door after the last customer's gone, 
but he doesn't go to bed — instead, he suits up himself and heads out to explore 
the twisted, mysterious dungeons of the surrounding countryside all through 
the night. His questing seems to be entirely driven by the promise of continued 
commerce — he finds and collects hidden treasures by defeating the gruesome 
monsters of the depths, then turns around and sells those items to the "heroes" 
who spent their night comfortably sleeping in the nearest inn. 

Moonlighter is the creation of Digital Sun Games, originally funded through a 
Kickstarter campaign that ended in July last year. It wasn't on our radar at the 
time, because Nintendo systems weren't yet in the mix for it back then — but 
now it's been confirmed to be coming to the Switch, and | personally can't wait 
for it! A combination shopkeeper sim with Zelda-like dungeon crawling and 
great pixel-styled animation? Sign me up! — LUCAS 


KENTUCKY ROUTE ZERO 


FINALLY, HERE'S ONE for my home state. | was born and raised in Kentucky, 
if you didn't know, and so I’ve had the indie darling Kentucky Route Zero on my 
radar to play for years. I’ve never gotten around to it, though, due to my lack of 
time to play much of anything that isn't on Nintendo hardware. 

Well, that'll soon no longer be a problem! Kentucky Route Zero: TV Edition is 
coming to the Switch. When it does, it'll be a huge boost to the already incredi- 
ble eShop selection, as this is yet another critically acclaimed adventure, and 
perhaps the most talked-about point-and-click game of the past five years. 

Kentucky Route Zero casts you as Conway, a truck driver who's trying to 
make his way through the fictional highway the game is named for. (Driving 
here in the Bluegrass State can be a little iffy sometimes, it's true.) While being 
a point-and-click game suggests that you'll spend a lot of time solving puzzles 
or seeking out different items to collect, the emphasis here is instead placed 
almost entirely on story and developing the atmosphere of each area Conway 
visits as he drives his truck from place to place. 

The game's release has been spread across four different acts, going all the 
way back to Act I in 2013. Players on all platforms are eagerly awaiting the fifth, 
final chapter, and it seems the Switch will get it first in 2018! — LUCAS 
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Hold on to Your Hat! 


SHANTAE: HALF-GENIE HERO - PIRATE QUEEN'S QUEST 


WE WAITED QUITE a while for 
Half-Genie Hero. The WayForward 
team stunned the world when they 
announced that they'd need crowd- 
funding to make the next Shantae 
game a reality all the way back in 
2013. As their flagship series, 
everyone kind of assumed that the 
hits would keep on coming naturally 
— but thankfully the project was 
funded, and we did eventually get 
our follow-up in 2016. (Switch fans 
had to wait even longer for their 
port, which arrived in June of this 
year.) This Risky Boots DLC took even 
longer still, though it's not quite as 
strong as the source. 

This time around we're playing 
the villain, continuing the story of 
Half-Genie Hero in the form of the 
Pirate Queen's Quest. As such, you'll 
be a little lost if you decide to plunk 
down $10 and jump directly into this 


PUBLISHER/DEVELOPER: 
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DLC (which you can do right away) — 
so just make sure you finish the main 
story first. Without giving away the 
whole enchilada, the gist is that 
Risky is scheming to take over the 
world by way of a machine that can 
turn people evil. 

To accomplish this predictable but 
cute (in Risky's own devilish little 
way) task, you'll retread through 
remixed zones and utilize Risky's 
transformation-less pirate tools of 
the trade (an unlimited ammo pistol, 
Metroid-like missiles, a spread shot 
and a minion summon spell). To 
make up for sections where Shantae 
would otherwise be able to trans- 
form and access, there are little con- 
cessions like buttons to press for 
temporary platforms and the like. 

Risky as a whole feels good to 
control. Her scimitar slash is quick 
and responsive, and the little 
damage numbers that pop up on 
enemies are still a nice source of 
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positive affirmation. Nearly every- 
thing else feels limp by comparison, 
as her ranged attacks have no real 
weight to them and her minion 
expires too quickly, but her move- 
ments are just as sleek as Shantae's 
in the main Half-Genie Hero mode. 

All of that can be worked through 
easy enough, but my main conten- 
tion is that Pirate Queen's Quest just 
feels a little too arcadey. Whereas 
Shantae's romp heavily entwined 
RPG elements, luring me into every 
corner of the map and even enticing 
me to farm money for some pretty 
boss upgrades, Risky's 


journey is just classic platforming. 
Not that there's anything wrong 
with that! It just feels at odds with 
Shantae as a whole. | don't necessar- 
ily need to replay the same stages 
and even boss fights (outside of an 
end twist) with less to do. It felt like 
even more of a slog when the game 
asked me to replay all five stages 
again, because at that point, having 
just replayed Shantae's portion, Га 
had enough of those same locales. 
For a small-ish DLC that was given 
out free for backers, | didn't expect 
the moon from Pirate Queen's Quest, 
but it was still a bit of a letdown even 
with those tempered expectations in 
mind. Bring on the other adventures! 
The expansion starring the zombie 
Rottytops is said to be based around 
the concept of ripping off your own 
limbs to use as weapons, so I'm all-in 
for that one. — CHRIS 


Kitchens of Chaos 


OVERCOOKED HAS ARRIVED on the Switch, offering up the 
same frenetic, frenzied cooking action that fans fell in love with 
on other systems and serving it with a side of its first two DLC 
packs, all in one combo meal of a download. That's a lot of bang 
for the $20 worth of bucks the game goes for in the eShop! 

Overcooked, from the outside, presents itself as a simple 
cooking simulator — but that unassuming exterior belies the utter 
madness contained within! The premise alone is bonkers: The end 
of the world has arrived and the source of the apocalypse, the 
frightful Spaghetti Monster, demands sustenance. The cooks have 
traveled back to 1993 to find the necessary recipe and ingredients 
needed to create a dish that will end the destroyer's hunger and 
save the world. 

It's hilariously bizarre, but ultimately the story takes a back- 
seat to the action. The goal is to complete a variety of different 
dishes within each kitchen before time runs out. The kitchens 
have numerous challenges to make cooking dishes all the harder. 
For instance, one kitchen is built across two moving trucks, where 
the player must navigate between them while in transit. The array 
of environments is astounding, but is made even more impactful 
by the randomly generated orders. It's possible to play through 
the same kitchens multiple times but encounter new scenarios 
with each session. 

While the game can be played alone, developer Ghost Town 
Games envisioned it as a local co-op affair. Up to four players can 
sit down with Pro Controllers or Joy-Cons to prepare meals 
together. Working together is the only way to succeed, but with a 
stuffed kitchen full of hazards that's easier said than done! It's 
amidst this chaos that Overcooked shines brightest. 

This is easily one of the best co-op titles on 
Switch and can't be recommended enough! 

— ROBERT 
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Competitive Comedy 


THE EVOLUTION 

OF the party game on 

consoles is a weird one to track. Back in 
the '80s, most of the games required 
passing a single controller, struggling to 
play board games like Monopoly and 
Pictionary on the NES. As time wore on, 
multiple controller ports were added, so 
four players could all join in simultaneously 
in the era of the Nintendo 64 and 
GameCube. The Wii made it simpler still, 
thanks to the intuitive design of the Wii 
Remote. Along the way, the minds behind 
classic PC quiz game You Don't Know Jack 
innovated on the local multiplayer party 
game concept by essentially not requiring 
any controllers. The ubiquity of smart- 
phones and tablets made the barrier of 
entry for these games lower than ever — 
but unfortunately, despite this style of 
game being popularized in 2014, it wasn't 
until 2017 that they hit Nintendo consoles. 

Use Your Words, a Kickstarter success 
from Smiling Buddha Games, was one of 
the first to hit Nintendo platforms, back in 
March on Wii U. Unfortunately. Use Your 
Words hit Wii U after the Switch came out, 
50 it passed most of us by as we were busy 
in Hyrule. But thankfully, it was ported to 
Switch in August (around the same time 
the Jackbox Party Packs 1, 2 and 3 came 
out as well) and the party game revolution 
of smartphone controllers was present at 
last on Nintendo's latest system. 

After you connect to the game's servers 
(which work fine even when tethered to 
your phone), you can start playing. The 
concept behind Use Your Words is, at its 
heart, a lot of creative fill-in-the-blank joke 
prompts. The Party Mode option features 
four rounds that involve everything from 
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completing sentences to adding goofy 
headlines for fake newspapers, hashtag- 
ging to comedic effect, or adding subtitles 
to movies. With the right group, it's perfect 
for goofy, laid-back fun. Points are always 
at the forefront, as getting other players to 
vote for your pick will net you some well- 
earned points, but each round also has a 
"House Answer" that, if selected, will net 
you negative points. It's a nice wrinkle that 
adds a little more complexity to the daffy 
fun. 

In the context of its own world, Use Your 
Words is a lot of fun, but it's hard to totally 
view it that way. With the existence of 
multiple Jackbox Party Packs on the Switch 
(the fourth just launched recently), Use 
Your Words has to stack up to those games. 
Sadly, Use Your Words doesn't have the 
variety of the Party Packs, even if it is a 
little cheaper in comparison. The narrow 
focus of Use Your Words might work from a 
simplicity standpoint, but it doesn't work 
from a longevity one. While Jackbox Party 
Pack games have worked their way into a 
near-constant rotation in my gaming life, 
Use Your Words has, so far, been more of a 
struggle to get people to play often. 

| really like Use Your Words and I think 
the game's heart is in the right place. It's 
hilarious in its best moments, causing 
delightful fits of giggles, but it's not that 
long in the tooth and doesn't hold up as 
well to repeated play sessions. In a differ- 
ent, earlier party game era, Use Your 
Words could have been a 
masterstroke, but in the 
context of the Nintendo 
Switch in 2017, it's а 
second or third choice. 

— NEAL 
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A Revival to Revile 


DOUBLE DRAGON ENJOYED a fair 
amount of popularity on the NES, but its 
star faded during the 16-bit era. The series 
has since surfaced on occasion in the form 
of ports or remakes of often dubious 
quality. One notable exception is the fan- 
tastic Double Dragon Neon, WayForward’s 
2012 revival that sported a simple upgrade 
system, а rockin’ soundtrack and a healthy 
dose of ’80s cheese. 

In contrast with Neon’s contemporary- 
yet-retro image, Double Dragon IV goes 
straight old-school, NES graphics and all. 
But unlike throwbacks such as Mega Man 9 
and Sonic Mania, which felt like necessary 
simplifications of misguided franchises, 
Double Dragon IV is a back-to-basics 
approach for a series that never truly 
evolved beyond the basics. 

As Billy or Jimmy Lee (or both in local 
co-op), you brawl across 12 Missions 
through steadily expanding waves of the 
same enemies, the bulk of whose sprites 
were lifted directly from the NES install- 
ments. Some characters are original, but 
such foes provide a mere puff of freshness 
before falling victim to the copy/paste 
cycle. Even the bosses lose their unique- 
ness when they start reappearing as 
expendable street ruffians. 

You've got your classic two-button 
control scheme, with combinations trigger- 
ing any of numerous special techniques, 
though button shortcuts are provided for 
those who prefer not to play "guess the 
combo string." Some of the new abilities 
have gross advantages over the basics. 
Consider the Spinning Headbutt, which can 
waste even bosses in a few hits. Since high- 
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level techniques incur no health drain, 
cooldown or other such penalty, and since 
only a smattering of baddies have counter 
capabilities, there's zero reason to use 
anything but the deadliest tool in your 
arsenal over and over again. 

Level "variety" comes in the form of 
progress-impeding platforming sequences 
— remember those from the NES trilogy? 
Who didn't have fun flushing their lives 
while trying to hop with Castlevania-esque 
forward momentum across spinning pro- 
pellers? Then there's the rapture that is 
Mission 10's looping puzzle room, which 
will keep chucking enemies at you until you 
discover the correct door order. Even with 
three lives and five continues, traps like 
these will send you to Game Over limbo in 
no time. 

Now, you could attempt the woefully 
short campaign again from the start, or 
you could press the Plus Button at the title 
screen to access the level select and return 
to where you last left off. Basically, any 
challenge this game offers is an illusion, so 
why it tries so hard to infuriate you at odd 
intervals is mystifying. 

The one cool bit is that clearing Missions 
will unlock characters, each with their own 
special moves, for use in 2P Duel and the 
Tower. The latter, available after finishing 
the main quest, is an endless onslaught 
that can unlock even more characters for 
all modes, including Story mode. There are 
special guests too, like Double Dragon II's 
final boss, Mysterious Warrior! But are 
these additions enough to compel you to 
attempt the slog anew? 

Double Dragon IV is nostalgia for nostal- 
gia's sake, and nobody should be happy 
about that. — TONY 
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Rainbow Rumbl 

| WAS PRETTY excited to play 

Flip Wars, because it looked to me 

like a combination of Bomberman and Othello. While it pretty 
much is that, the resulting mechanic's excitement wears off pretty 
quickly. 

At least two and up to four players can play at once, both 
locally or online. A local area battle can also be set up using 
multiple Switches, but the limit is still four players. There are 
three types of battles: Panel, Flip and Life. Panel has players 
battling for most tiles flipped to their color, Flip focuses on 
shooting opponents off the board by flipping the tiles under their 
feet and Life means you have a set number of times to launch 
your opponent for the win. The first two types rely on time, while 
the third has time but focuses on lives. Online takes these types 
and creates a random match, a friend match or a "class match" 
that allows you to be ranked (and aim for the leaderboards). 

Gimmicks, like the Spinner or Beam Cannon, exacerbate the 
frenetic flipping, leading to quick lead reversals. Several times 
when playing with my sons I found myself comfortably in the lead 
— only to lose in the final seconds due to some well-placed flips. 
The power-up items also add to the craziness. Speed, increased 
panel flipping and even invincibility can turn the tide at any 
moment. It's very difficult to keep up with it all, and it can get 
tiring if you go much beyond the recommended two-minute 
match, though you can go up to five. 

The characters feel like they're moving through molasses, 
which is frustrating. You're faster on your tiles and slower on 
opponents', and only getting the speed boost item made it feel 
normal to me. My sons and | had a blast with a few matches, but 
quickly found that we were done with it far sooner than its $9.99 
price tag warranted. It feels a lot like they took 
one game out of Mario Party and attempted to 
make it a "full" eShop title, but you may want 
to wait until this one is half price. — BRETT 
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Let's Dig a Little Deeper 


WE STRUCK GOLD as players in 
2013 with SteamWorld Dig, a buried 
treasure of a game that no one 
expected to unearth. Developer 
Image & Form showed us the simple 
joys of playing in the dirt, especially 
when paired with Metroid elements. 
But now, four years later, that game's 
protagonist, Rusty, is missing. So 
back down into the mines we must 
go to find him! 

SteamWorld Dig 2 sees Dorothy 
taking over the lead role. With a 
pickaxe in hand, the goggles-wearing 
robot — who was a side character in 
the first game — quickly meets a mis- 
chievous friend named Fen. (Think a 
sassier Navi.) The setup serves the 
sequel well. There are enough call- 
backs to satisfy fans, while newcom- 
ers won't face any issues following 
along. Plus, the story 
packs some nice 
twists and 
payoffs. 
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But the main draw here is the 
digging. That might sound boring on 
paper, but in the game, there’s some- 
thing hypnotizing about the metal 
pickaxe clanking against the earth. 
Maybe it’s planning out your own 
maze-like tunnels in the dusty 
starting area of Archaea. Or maybe 
it’s uncovering gems to return to 
town for cash. Or maybe it’s just ven- 
turing into the unexplored. 

Honestly, it’s probably all of that 
and more. SteamWorld Dig 2 creates 
such a strong gameplay loop: Dig 
down, go up with your goodies, 
invest those funds into better gear. 
On top of that, there are additional 
layers, like finding upgrades for 
Dorothy. These enhancements begin 

as basic as a sprint 
button and become 
as complex as 
getting a jetpack. 
With those 


lot to discover. 


powers, there’s a 


SteamWorld Dig 2 offers a variety 
of locales, like the mutated jungle of 
Yarrow and the bright lava caverns 
of the Temple of the Destroyer. And 
they're chock-full of secrets. 
Seriously, instead of making a 
beeline toward the blue X marking 
each next objective, | scoured every 
area on the map. The game finds a 
way to draw you in deeper and 
deeper with well-hidden goodies. 

Image & Form finds almost 
perfect pacing throughout this 
adventure. Nothing ever gets old 
because there's always something 
new right around the corner. And it's 
not just locations; it's augmentations 
too. You start excavating downward 
with the pickaxe. That leads to 
shooting horizontal bombs with a 
gun. And then there's the handy 
hookshot, which can fling Dorothy in 
every cardinal direction. By the end 
of the game, the sky's the limit. 

But that's not to say Dorothy's 
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invincible — there are plenty of 
enemies and hazards waiting for her 
below the surface. Though combat 
definitely is the weakest aspect of 
the game — swinging a pickaxe at 
armored bugs or squawking, jumping 
birds never feels great upfront. Later 
on, thanks to newfound weaponry, 
these confrontations are a cakewalk, 
but that doesn't excuse the initial 
annoyances. 

Everything else, for the most part, 
works together like a well-oiled 
machine. Dorothy might be a robot, 
but she moves with grace and 
elegance. There's just a joy in tra- 
versing the SteamWorld with her. 

Allin all, SteamWorld Dig 2 tran- 
scends and transforms the original 
game's blueprint. It sits in the same 
league with great Metroidvanias of 
the past, inviting you to get lost in a 
world overflowing with secrets. And 
doing so is an absolute blast. 

Image & Form surprised us with 
the first Dig. This time, flying under 
the radar wasn't a possibility. We had 
high expectations, but that pressure 
didn't bother the team — because 
this sequel is a gem! — EVAN 
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Retro Investigation 
THIMBLEWEED PARK 


RON GILBERT'S IMPORTANCE to 
narrative adventure games can't be 
overstated. He's the co-creator of the 
in-game cutscene and the entire 
point-and-click genre. Without him, 
we wouldn't have Phoenix Wright, 
David Cage or Telltale Games. The 
things Gilbert started at LucasArts in 
the '80s ended up changing the 
industry forever. 

And that's just talking about his 
technical contributions to the video 
game medium! Gilbert is also a pio- 
neering writer, scripting comedy 
games that do more than just tell the 
ayer jokes. Over his career, he has 
consistently found ways to generate 
omedic chemistry between the 
player and the game, where users 
get to tell the punchlines them- 
elves, then laugh at their own 
hoices. 

With Thimbleweed Park, he 
applies those techniques to trans- 
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port us somewhere that feels more 
real than any place he’s ever created 
before. Unlike The Cave and Monkey 
Island, Thimbleweed Park feels auto- 
biographical at times — though not 
always ina literal sense. The game 
stars two FBI agents, an angry 
comedian, a ghost who's literally and 
figuratively out of touch with reality 
and an idealistic game developer 
who wants more out of life than 
fame and fortune. Each symbolizes 
an aspect of what Gilbert's point- 
and-click adventures are really 
about: piecing together the truth, 
finding humor in the mundane, pas- 
sively interacting with the world and 
rejecting the safe path in favor of 
doing what you love. 

On aless metaphorical level, 
Thimbleweed Park is an accessible, 
farcical murder mystery. The year is 
1987 and a dead body has been 
found in a burnt-out American town 
— a place where everything is a little 
more ridiculous, and mysterious, 


than it deserves to be. That's partic- 
ularly true of the townsfolk. None of 
them are quite what they seem, but 
they all share an unhealthy attach- 
ment to their broken-down, strug- 
gling little village. It's actually quite 
tragic. Thimbleweed Park was once a 
booming beacon of industry, driven 
by the technological innovations of 
an entrepreneur named Chuck 
Edmund. But, eventually, Chuck's 
ambition and narcissism led to the 
death of Thimbleweed Park's 
economy — and maybe the end of 
the world as we know it. 

While the game practically over- 
flows with connections to Gilbert's 
past work at LucasArts, it's definitely 
not something the company would 
have ever dared to publish in the 
'80s or '90s. It earns its T rating from 
language alone, with a tone that 
ranges from innocent and irreverent 
to pointed and potty-mouthed, all 
unified under Gilbert's consistent 
voice. But if you're sensitive, don't 
worry. Many of the swears have been 
bleeped out for comic effect, making 
for some of the game's funniest 
moments. 

Many of Thimbleweed Park's 
other comedic high points come 
from its deep commitment to 
allowing players to reject their 
responsibilities and push the limits 
of absurdity. In this game, the simple 
act of drinking from a water fountain 
can become a laugh-out-loud experi- 
ence! Asking the sheriff what the 
food's like at the local diner may 
seem like normal conversation at 
first, but if you choose to ask the 
question 10 times in a row, you 
might find yourself smack dab in the 
middle of a comedy goldmine. 

About half of the game's 15-hour 
average running time is spent 
exploring these kinds of moments. 


Most of them are optional though; 
players who want to avoid the 
comedy can instead focus on puzzle- 
solving and story objectives. Though 
you don't directly embody any of the 
in-game characters, you always play 
the part of co-director and story- 
teller in the overall production. 

This consistent display of cogni- 
tive and emotional empathy for the 
player is what makes Thimbleweed 
Park a true evolution of the SCUMM 
system formula. The level of custom- 
ization here is unprecedented for the 
genre. Other point-and-click games 
might force you to blindly search for 
interactive objects by tapping all 
over the screen — Thimbleweed Park 
defuses that potential problem by 
allowing you see exactly which 
objects in the background may be 
relevant to your adventure at any 
time. You can also choose between 
two difficulty levels, and use an 
in-game hint line any time you get 
stuck. If you don't like all the refer- 
ences to past Ron Gilbert games, you 
can turn them off too. 

You can even choose how to 
unroll your toilet paper! 

Maniac Mansion came first, and 
Monkey Island is more famous, but 
Thimbleweed Park is the finest, most 
thoughtful Ron Gilbert game yet. 

— JONATHAN 


1 
р 
d 
d 
t 


Ew a ar 


The Belly of the Beast 


SLIME-SAN’S AESTHETIC 

GIVES off a nice punk rock vibe. The retro 
ook has a chunky, crunchy style that is 
rough around the edges but elegant in its 
five-colored intensity. For better or worse, 
hat roughness transcends to the game 
itself, which has a few neat ideas that don’t 
really shake out to making much more 

han a C-rate Super Meat Boy game. 

The titular slime character was swal- 
owed up by a worm and now, to escape 
oncoming stomach acid doom, he has to 
jump and dash around a slew of levels to 
escape before the acid rises and digests 
him. The levels are all split into four single- 
screen challenges that require quick 
hinking, nimble reflexes and, in short 
order, a mastery of the relatively simple 
controls. Slime-san’s differing mechanics 
complicate the simplicity, though. He can 
jump, which can also be stacked into some 
wall-jumping with ease. He can slow down 
ime while also going invisible, which lets 
him pass through certain obstacles. He can 
also dash, which quickens the game's расе 
and also moves or breaks blocks. AII of this 
combines into a highly functional slime 
that can be wielded to clear some clever 
levels. 

All is not swell, though. The platforming 
feels a little too floaty, which by itself isn't 
a major issue — the dilemma is that Slime- 
san's levels are all shown in an extremely 
zoomed-out view. It makes it difficult to be 
precise — and the later levels demand pre- 
cision, something that's not always granted 
by the combination of the view and the 
floatiness. The screen can be zoomed in 
with a button press, but that's often too 
close for comfort. Neither view is ideal. 
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I'm also not wild about the use of the 
dash, either. To be effective, you have to 
combine the dash with your jump often, 
but the dash can be tweaked to send you 
soaring in your intended direction. To use 
the dash up, | usually had to break my flow 
by making deliberate upward jumps so as 
to not mess up my dash and go left or 
right. Many jumps require you to perfectly 
blend jumping and dashing — or at least 
I'm pretty sure they're supposed to. It's 
hard to totally tell when I'm dealing with a 
zoomed-out view or focusing on pressing a 
button frantically to zoom in. When the 
platforming doesn't get in its own way 
because of the weird views, it's fine. 

Slime-san is filled with content, which is 
nice, as it's packed with 100 levels as well 
as an entire New Game Plus mode with 100 
other levels, with bosses sprinkled in for 
good measure. Each of the four single- 
screen challenges per level also hides a 
secret apple that can be used to unlock all 
sorts of goodies in the surprisingly expan- 
sive town. Most of these are outfits and 
alternate screen borders, but some neat 
little arcade-style minigames are nestled in 
here, too. It's a massive game filled with a 
whole lot of neat secrets. (Note: The devel- 
opers at Fabraz are also adding free 
updates with more content as well). 

| wish | liked Slime-san more than I did, 
but the platforming is hampered for me 
severely by the confounding views 
combined with my dislike of the floatier 
controls and frustrating 
dash ability. It's hard for 
me to recommend this, 
even if its style is 
awesome. — NEAL 


Life of Crime 


GENERALLY, MILE-A-MINUTE references 

bother me a lot in media. A well-timed pop culture joke every now 
and then is fine, but when those references become the backbone 
of a work, | almost always sour — but "almost always" are the key 
words there. For some reason, the '80s-referencing nonsense 
present in Retro City Rampage DX has never felt cheap, dumb or 
overbearing. Instead, it just feels like a super awesome send-up of 
'80s video games and nerdery all in a fun 2D Grand Theft Auto- 
esque wrapper. 

Retro City Rampage has a lengthy history, first debuting in 
2012 after creator Brian Provinciano first messed with the idea a 
decade before. The game has already seen release on Wii and 
3DS, and the DX version here on Switch includes a number of 
balance tweaks and upgrades that make this game go from fun 
novelty to truly great game. 

This is a top-down open-world game done up in a sprawling 
8-bit-ish city named Theftropolis. As the aptly named Player, you 
end up embroiled in a series of heists and escapades that involve 
countless '80s references, lots of gunplay and all sorts of goofy 
moments. The very thrust of the game involves teaming up with a 
Doc Brown (from Back to the Future) parody and rebuilding a 
time-traveling car. It's relentless in its references, touching on 
everything from the Ninja Turtles to Bionic Commando. 

The whole story plays out over the course of more than 50 
missions, each of which flies by at a rapid pace. The city is also 
filled with sidequests, all with their own little jokes and fleeting, 
fun mechanics. In addition to the story, a challenge mode offers a 
variety of focused events that you can try to complete as quickly 
as possible and a free-roaming mode that lets you just explore the 
city outside of the context of the story. Your tolerance for refer- 
ences will be tested, but if you're down for that kind of tomfool- 
ery, Retro City Rampage DX is totally awesome. — NEAL 
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Play and Create 


CHICKEN WIGGLE IS the first 
game on 3DS from a new company 
named Atooi. The thing is, you might 
be familiar with the body of work 
coming from Atooi’s main man, Jools 
Watsham. Jools used to be involved 
with Renegade Kid, the developer 
behind fantastic titles like Mutant 
Mudds, Xeodrifter, Dementium and 
more. Now Renegade Kid has dis- 
solved, and Mr. Watsham is striking 
out on his own with the Atooi name. 
Chicken Wiggle aims to bring back 
the look and feel of classic platform- 
ers from the 16-bit era. A simple and 
straightforward adventure about a 
chicken and his worm pal, out to 
save some friends who have been 
captured by an evil witch. You know, 
standard platforming fodder! The 
two work together to zip through all 
sorts of unique challenges, while 
embracing varied power-ups along 
the way. It’s not a design to win any 
awards for originality, but it certainly 
packs in a heaping helping of fun. 
For those who have played 
previous Renegade Kid platformers, 


АТОО! 


24 ISSUE #30: THE МАМ OF MANY HATS 


you should be right at home with 
Chicken Wiggle. Your chicken friend 
controls much like Max from Mutant 
Mudds, or the main character of 
Xeodrifter. Controls have a certain 
feel to them that is undeniably the 
work of Jools. There are no flashy 
animations going on or some endless 
supply of maneuvers to grapple with 
— everything's simple to get a handle 
on and gets the job done. If you're 
having trouble, you'll only have 
yourself to blame, as the controls are 
spot-on. 

You might ask why a chicken has 
teamed up with a worm instead of 
eating him for breakfast. In the 
world of Chicken Wiggle, it turns out 
the two make better friends than 
enemies! The worm, Wiggle, is used 
for one of the game's main mechan- 
ics, and also one of its most interest- 
ing: Chicken carries Wiggle around in 
a backpack, and with the press of a 
button, you can whip him forward, 
backward, up or down. You use the 
worm as a makeshift grappling hook, 
which lets you grab onto walls and 
pull yourself over. You can do the 
same with ceilings and floors. On top 
of that, Wiggle can also be used to 
stun enemies, and then Chicken can 
walk right up to those foes and peck 
them out of commission. 

You'll use this grappling hook 
gameplay to make your way 
through all sorts of platforming 
challenges, with the final goal being 
to free a chicken buddy trapped in a 
cage. Along the way, multiple levels 
will be populated with power-ups. 


These special abilities help to keep 
the gameplay fresh, and provide 
another layer of challenge. One 
power-up lets your chicken friend fly 
around a level as he pleases. There's 
a miner's hat you can don to peck 
your way through layers of rock. 
There's even a hot air balloon you 
can jump in to navigate spiked 
hallways! There are some other 
power-ups tucked away, too, and 
each one does a good job of breaking 
up the usual gameplay flow. 

While the story mode of Chicken 
Wiggle provides straightforward fun, 
the real star of the show comes from 
another mode: a fully-featured level 
editor with online sharing! Just as 
with Super Mario Maker, Chicken 
Wiggle lets you create the levels of 
your dreams. You have access to 


everything you'll come across in the 
story campaign, including all enemy 
types and level themes. You can even 
set end-stage challenges you don't 
find in story mode, thanks to a plen- 
tiful collection of objectives. When 
you're done making the stage you 
want, you simply upload online and 
let others give it a go! 

Chicken Wiggle without the level 
editor would have been a fun, if not 
basic, platformer. The inclusion of its 
impressive level editor with online 
sharing really boosts the game 
in a big way. There are already 
hundreds of levels online for 
you to download and enjoy. 
The game's simple charm 
matched with a deep level 
creation toolset makes 
Chicken Wiggle a pretty 
enjoyable package! 

— KEVIN C. 


Alien Exploration 


FORMA.8'S HISTORY 

DATES back to the fabled 

Nindies@Home E3 demos from 2015. Nintendo released eShop 
demos of several promising indie games, and Mixed Bag's 2017 
release (which first hit Wii U earlier this year) is one of the last to 
come out. The demo back then was alluring and mysterious, and 
the final game is just as mesmerizing. For the most part, forma.8 
is an intriguing and interesting Metroid-esque exploration game, 
but some issues with combat and the pace of the adventure hold 
it back from excellence. 

The mystique kicks off early with a wordless intro that sets up 
your little ship crash-landing in a foreign world. The story defi- 
nitely takes a backseat, but the lack of explanation blends with 
the music and style very well. In due time, your ship gains some 
offensive abilities and you run into deadly enemies. Those lead to 
one of the worst elements of the game: the combat. 

Early on, your ship gets the ability to do a short-range pulse 
attack, as well as dropping a bomb that can be sent flying by the 
pulse attack. The issue is that it's often frustrating to try to direct 
the bomb to where you want it to go. The screen is usually 
zoomed out, which is wonderful for making you feel alone and 
lost, but bad for making the combat feel engaging. At one point, I 
began avoiding combat at all costs — but you have to beat bosses 
at a steady clip, so it's unavoidable to an extent. 

The slow pace of forma.8 jockeys between being moody bril- 
liance and unbearable slog, but thankfully over the course of the 
adventure, the former generally outweighs the latter. Your ship 
moves slowly, but as long as you're listening to the tone-setting 
music, it doesn't feel too sluggish. It really only gets frustrating 
when you're backtracking, which unfortunately happens often. 

Overall, if you're looking for a slow enigma of a 
game, forma.8 is worth it, but the meandering 
pace and middling combat makes it a no-go 
for action lovers. — NEAL 
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The Legend of the 


GOLF STORY IS a game that came out of 
nowhere for me. Announced earlier in the 
year, this game was made by a team of two 
from Australia. After working hard for well 
over a year, their project landed on the 
Nintendo Switch as a highly anticipated 
release. It was brought up in Nintendo 
Directs, Nindie Showcases and at other 
various intervals. But the most important 
question is, did this team delivered a 
product worth celebrating? In my mind, 
that answer is an absolute yes. Golf Story 
made me think of games I used to love and 
knows how to sell a world to the player. 

Golf Story tells the story of a nameless 
golfer. He had a lot of talent as a child, but 
due to unknown circumstances, everything 
spiraled out of control. It's years later that 
the guy decides to return to where his love 
for the sport started. When he comes to 
Wellworn Grove (the game's first area) 
however, the entire course is in really bad 
shape. It's up to you to work your way up 
the ranks, explore various worlds and rep- 
resent your club the best you can. 

The game has a very sarcastic vibe that 
| quite appreciate. Every person tells the 
guy that he can't pull it off, but there's a 
big belief in himself to carry on. The story 
does have some annoyingly slow moments, 
which do break the pace a little later on. 

More important is the gameplay. You 
see, you'll mostly do two things. A good 
chunk sees you walking around and explor- 
ing the eight worlds at hand. It's here that 
you interact with the various characters, 
objects and other points of interest. The 
way you roam about this world has a very 
distinct EarthBound feeling to it, which I 
absolutely adore. Next to that, the majority 
of NPCs you encounter have little chal- 


SIDEBAR GAMES 


lenges for you, and that's how I spent most 
of my time. While some see you sticking 
around the environment, the majority sees 
you participating in, well, playing golf. 

For a good chuck of those sport chal- 
lenges, you'll be playing regular golf. If you 
ever played a Mario Golf or Everybody's 
Golf before, it's clear what the game wants 
you to do: You move the landing zone 
across the field, put a certain spin on the 
ball and perform timed button presses to 
ensure a safe landing. Next to that, you'll 
need to keep your club and wind direction 
in mind for the most optimal performance. 

Despite it being in 2D, the game does a 
grand job of teaching you real golf princi- 
ples. The only thing | got truly irritated 
with was the green. As you're looking 
across a 2D surface, it's hard to make out 
curves or angles. In the early going, this 
will result in more mistakes than you'll 
want to admit making later on. 

Golf Story is a lot of fun. | should tell 
you that there are a few bugs, plus the 
things mentioned above, but overall it hits 
the mark a lot. With its fantastic presenta- 
tion and gameplay that is well considered, | 
had a great time hopping from location to 
location. The bite-sized challenges make 
me want to pull out Golf Story on a whim 
and just enjoy it for brief moments here 
and there. The overall adventure is a long 
one, though, so for those in 
need of a hefty 16- 
hour experience, 
this game is a 
safe bet. 

— DAAN 
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IF | COULD distill the entire experi- 
ence of Stardew Valley into one 
word, that word would be beautiful. 
Pelican Town and its environs are a 
lush landscape filled with color that 
changes with the seasons and little 
details that make them stand out, 
like petals blowing in the spring 
winds and the gentle glow of light- 
ning bugs on summer nights. There’s 
catchy, season-appropriate back- 
ground music, and it’s not ona 
constant loop — let it fade out and 
you'll hear crickets chirp, birds sing 
and the rustling of leaves in the 
breeze. The people of Pelican Town 
have friendly faces and would love to 
get to know you better. 

Reading all the above, it’s hard to 
believe that a majority of Stardew 
Valley was created, composed and 
drawn by one person, yet it feels so 
alive! This critically acclaimed title is 
now available on the Switch after 
being announced (and cancelled) for 
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Wii U, with the added bonus of being 
the first port on a portable console 
(albeit a hybrid one!). 

Playing Stardew Valley on the 
Switch after playing it for a little over 
a year on the PC was a comfortable 
transition for me. It was much easier 
to switch between tools using the 
shoulder buttons (ZL and ZR to 
select items in your inventory; L and 
R to switch between rows of your 
farmer's backpack). The left joystick 
and arrow buttons move your 
farmer, while the right one moves an 
arrow cursor that lets you check on 
item information or see how much 
energy you have left for the day. 

The game's own transition to 
Switch was seemingly not as smooth; 
| had issues with staticky audio 
(solved by rebooting the game) and 
my farmer moving by themselves 
while talking with a Stardew Valley 
Fair vendor. Also, while | didn't expe- 
rience this personally, many players 
reported crashes after upgrading 
tools or going to bed during Winter, 
which are fixes that should hopefully 
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be made by the time you're reading 
this issue. (And while there's no date 
set in stone other than sometime in 
2018, the Switch version will be the 
first console to receive the planned 
multiplayer mode.) 

The way you live your life on your 
farm is entirely up to you — all the 
way down to the plot of land your 
grandfather bequeaths you. Want to 
create a vineyard, or a vegetable 
garden? Want to become a pro fish- 
erman? Want to explore the mines 
and make bank while slaying danger- 
ous monsters? Are you OK with being 
a lumberjack? There are five skill 
trees that develop with your charac- 
ter's daily life, with the opportunity 
to branch into subsets at certain 
milestones that potentially give you 
a bonus on earnings. And then 
there's the satisfaction of pouring 
your time, labor and energy into 
revitalizing your farm and Pelican 
Town - there's a lot of work to do. 

To me, what makes the world of 
Stardew Valley relatable is its 
people. In Harvest Moon/Story of 
Seasons, the various villages your 
farmer moves to are presented as 
idyllic paradises, where whatever 
happened in the past was bad, but 


the villagers are over it now and 
doing just fine. In Stardew Valley, 
past experiences are what define 
many personalities — including your 
own. (Hey, that's the reason your 
farmer moved in the first place!) 
There's Linus and his desire to live 
simply. Abigail's friction between her 
and her parents. Shane's struggle to 
cope with a dreary 9-5 Joja Mart 
existence, Kent's struggle with PTSD 
and a lot more that you'll learn 
about as your new friends open up to 
you. 

If you've never played Stardew 
Valley on PC or console before, what 
are you waiting for? Run, don't walk. 
Visit the valley and lose yourself in 
nature like millions of other fans 
have! - REBECCA 
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Extraterrestrial Teamwork 


THE BEST EXPERIENCES on the 
Nintendo Switch are the ones played with 
your friends. That might be a bold state- 
ment, but how far is it from the truth? In 
the last eight months, there have been a 
good number of experiences that provide 
instant fun for two or more players, at 
home or anywhere you go. In just the last 
few weeks leading up to this issue's 
release, the eShop has been adding even 
more multiplayer greats to mix! And in that 
string of releases arrived Lovers in a 
Dangerous Spacetime, which might be the 
best one yet. 

The forces of Anti-Love are taking over 
the universe. Your job, if you choose to 
accept it, is to hop on board a circular 
spaceship and stop those alien enemies 
right in their tracks. This job can't be done 
alone — not if you want to survive. So 
recruit one to three of your friends locally 
and have each one man the various 
stations in the ship! They can be deployed 
as gunners, shield-wielders or managers of 
the support systems that keep the craft 
afloat in the void. Each job is as crucial as 
the last, juggling them all is harder than it 
sounds and timing and coordination is 
everything. You'll need to keep talking, as 
danger lurks in every corner. Those 
animals won't save themselves, after all! 

Lovers in a Dangerous Spacetime offers 
four distinct campaigns with five levels 
each. While that may not seem much at 
first glance, the levels are plenty long with 
much to uncover. They are rather varied as 
well. The game throws various planet types 
into the mix that can mess you up. You'll 
need to be quick with your defense later 


ASTEROID BASE 


on, or else you'll start the level from zero. 
Luckily here, the levels themselves are 
really intriguing as well and offer unique 
challenges in each. One might see you 
fighting a lot of enemies, while another 
puts exploration front-and-center. 

Now, it’s hard to deny that it took me 
four hours to see the end of Lovers. That 
was just one playthrough, however. Due to 
changing variables, every run continues to 
be a delight. You can change the layout of 
your ship to add new challenges or adjust 
to your way of playing. Next to that, there 
are things that change within the levels 
themselves, allowing you to experience 
them in a new way. Naturally, it's also 
handy to bring in a new group of people 
and pass on the joy to another group of 
friends. The game is perfect for parties! 
Mind you, the game is totally playable in 
single-player, but I'm just not a fan of using 
A.I. It's much better to give specific instruc- 
tions to your peers! 

Lovers looks absolutely stunning on 
Nintendo Switch. It has a colorful style with 
lovely animals roaming around space. 
Every time | play it, 1 just gush over how 
good this game looks. It sounds great as 
well, in particular its cheery soundtrack, 
but ultimately I'm impressed by its color. 

Lovers in a Dangerous Spacetime is a 
must-play. With one of the best co-op com- 
ponents in the eShop, it instantly makes a 
good impression. With plenty of collect- 
ibles to find and stages that are instantly 
replayable, you get lasting 
value for your purchase. 

So find some friends 
and blast off! Sure, it's 
possible to play alone, 
but why would you? 

— DAAN 


To the Halls of Valhalla! 


VOLGARR THE VIKING is tough as nails, and so is his game. 
Right from the start he can double-jump, hurl spears that work as 
both weapons and footholds and pull off roll maneuvers that 
would make Link turn green with envy. From there he can boost 
his spear-throw to bazooka levels of explosive strength, gain a 
flaming sword and eventually summon ancient Norse gods for 
help! But that doesn't mean he has it easy — all these superhuman 
abilities are offset by Volgarr's glass jaw. Like Little Mario, it only 
takes one touch from an enemy to kill this bearded berserker if 
he's powered down. Also like in classic 2D Mario platformers, 
Volgarr's various abilities stack upon each other. Where Mario 
must first eat a Super Mushroom in order to later find a Fire 
Flower, Volgarr needs to don a magical helmet called Baldur's 
Skjaldborg before he's allowed to swing his Fire Sword. Who knew 
that Nintendo's lovable mascot and a rampaging musclebound 
maniac had so much in common? 

But don't go into this expecting a light and happy adventure. 
Volgarr's developers worked on both the Shinobi and Assassin's 
Creed franchises in the past, and it shows. Though Volgarr is built 
like a barbarian, he's also nimble as a ninja, facing off in bloody 
battle against a powerful army of lizard men, fish people, skele- 
tons, belligerent birds, giant crabs, viscous dragons and even 
more monstrous surprises. Each of the game's large and detailed 
stages requires both quick reflexes and smart strategies to 
survive. The difficulty is layered thick. Most beginners will die 
hundreds of times and spend 10* hours beating the main game 
(not counting the secret levels and the true ending) while prac- 
ticed pros can win it all in less than 20 minutes! Volgarr takes 
patience and passion to master, but those willing to put in the 
time will be rewarded with arcade action Valhalla, 

yelling "just one more game!" as they ride into 

video warrior's heaven. — JONATHAN 


CRAZY VIKING STUDIOS 
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Mould you take the 
POKEMON Есе” 


A Whole New Place 


POKEMON GOLD 
for Pokemon Gold & Silver was real. The 


Internet as we know it today was still in its infancy, so any information or hot 
rumors coming out of Japan were usually taken with a grain of salt. (Anyone 
remember Pikablu?) When Gold & Silver finally arrived, we got exactly what we 
expected: two of the most content-packed Game Boy games ever released that 
still stand up to the test of time almost 20 years later. 

Pokemon Gold takes place three years after the original titles, and involves 
your Trainer and Rival traveling the Johto Region on their quest to become 
Pokémon Masters. There are ruins to explore, people to talk to on your trusty 
PokéGear (yes, including Youngster Joey and his Rattata), a resurgent Team 
Rocket to defeat and some roaming Legendaries to hunt down and catch. But 
that's not all: Thanks to the late Satoru Iwata's technical wizardry, you'll be able 
to challenge the Kanto Pokémon League in the postgame. In another bit of 
technical wizardry, the Mystery Gift function from the original was salvaged, 
which allows you to send presents such as Berries, restorative items and room 
decorations to another Gold or Silver player. It's the first time (to my knowl- 
edge) I’ve seen this function re-enabled to take advantage of the 3DS IR port. 

Gold & Silver introduced many of the mechanics that have since become 
hallmarks of the franchise: a day/night cycle, Shiny Pokémon, breeding, held 
items, friendship levels, weather — the list goes on and on. Most importantly, 
two new types, Dark and Steel, were added to counteract the more overpow- 
ered ones (I'm looking at you, Generation I Psychic-type), and strengths and 
weaknesses in battle were re-adjusted, such as Ghost attacks finally being 
super effective against Psychic-types. When I first played the Gen II games, it 
was still on my original Game Boy, so the opportunity to see the world and 
Pokémon of Johto with the (emulated) Game Boy Color palette was completely 
new to me — every Pokémon from the original games looks better, and there 
are so many animations and background details that pop out at you. While 
character sprites and building designs are still bland, there are some excep- 
tions, like the slowly swaying pillar in Bellsprout Tower and the design of 
Goldenrod City's Radio Tower. 

While they aren't as extensive or infamous as some of Generation 1" many 
bugs and manipulations, Gold & Silver do have some that are more annoying 
than beneficial. A few of the Apricorn Poké Balls, like the Love Ball, were coded 
incorrectly and don't work as the creators originally intended. Also, the game's 
wandering Legendary trio — Entei, Suicune and Raikou — can disappear forever 
if they use Roar during battle. 

Pokémon Red, Blue & Yellow may have introduced the franchise, but Gold & 
Silver perfected it. If you've never had the chance to play either 
of these titles, this is a great introduction — but I say you 
should go for Gold! After all, it's Ho-Oh who helped 
inspire Ash Ketchum to keep on catching 'em all! 

— REBECCA 


ORIGINAL RELEASE: GAME BOY COLOR, 2000 
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A Brand-New Attitude 


POKÉMON SILVER 


WHEN DID POKÉMON enter 
your life? For me, it was right at the 
start of the original generation. | remember fondly picking up my first copy of 
Pokémon Red from Toys Я Us, running up to my room to play it and getting all 
the way to Mount Moon. With an hour or so to spare before bed I thought, "Hey, 
it would be really cool to start a new game on a different save file and pick 
another starter!" So | did just that, saved my game... and then woke up to the 
realization that Pokémon only had one save slot. | was off to a great start! 

Over the years my love for the series never really waned, even though it was 
strained during the third and fourth generations. That's partially because the 
second was just so strong, and almost cemented my passion for Pokémon for a 
lifetime. | leaped at the opportunity to revisit Johto in Gold & Silver again, 
because really, they’re the best generation and everyone needs to experience 
them. 

Nearly everything in Silver is expanded upon. There’s a much bigger post- 
game that involves going back to the first region (though it’s a little more trun- 
cated than | remember), breeding, more Pokemon to catch with more varieties 
and types (Dark is probably the most noticeable change), a night and day cycle 
(that’s now fixed by way of this being a digital edition that will never be plagued 
by a broken clock cart battery!), and a deeper item system. 

It's just .. . better, and while Nintendo has added plenty of quality-of-life 
improvements in subsequent sequels, they’ve never really matched the simple 
elegance of Gold & Silver again. 

This pair has also aged better than the original trio because of the use of the 
Game Boy Color engine. It may not have been a drastic upgrade like the Game 
Boy Advance was for Nintendo’s handheld line, but the whole idea of getting 
actual color schemes, and not just smatterings of color like the Super Game 
Boy, goes a long way. 

Grass looks like actual grass (and not blue or yellow tilesets), in other words. 
It makes everything feel that much more immersive when you're spending 
hours upon hours trying to catch an elusive Legendary beast. | mean, it's still a 
Game Boy game at heart though, so it's going to feel like a regression if you're 
looking for advanced features like complex online lobbies or an intricate user 
interface. You can't beat the even more Japan-centric feeling of the Johto 
Region though, which works in any format. 

It takes a certain type of player willing to put up with going back in time 
essentially, but the juice is worth the squeeze here, especially if you haven't 
partaken in the SoulSilver or HeartGold remakes. Hunting for Pokémon at night 
is a blast, as are the various little storylines that play out and the stressful, but 
rewarding hunt for that final set of Legendaries. 

In case you were wondering which one to pick, Silver is 
life. Niantic knew this when they chose Lugia to kick off 
their raid system in Pokemon GO! — CHRIS 
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I LOVE THIS 
NEW HAT МЕСНАМС 
IN SUPER MARIO 
ODYSSEY! 


I THINK ГР USE 
THE POWER TO "CAPTURE" 
THE BRAINS OF THE WORLD'S 
LEADING SCIENTISTS, 
ONE BY ONE. 
THAT WAY I 
COULD LEARN ALL THE 

KNOWLEDGE IN THEIR HEADS, 

AND PUT IT ALL TOGETHER TO 
HELP SOLVE SOME OF THE 
BIGGEST CHALLENGES TO 

MOVERN SOCIETY! 


I THINK I'D 
WANT TO CAPTURE 
SOMEONE WITH A LOT 
OF SELF-CONFIDENCE, 
50 I VON'T FEEL 50 
NERVOUS AT THE 
POST OFFICE. 


I THOUGHT 
I'D CAPTURE А 
CAT. 


50 I CAN 
HAVE A NAP IN 
THE MIDDLE OF 

THE DAY. 


BY MATTHEW LOFFHAGEN 


v^ 
IF You GUYS “ХАТ WAIT, SORRY, 
COULD USE A HAT 
TO POSSESS- 


COMIC BREAK 


IF YOU COULD 

"CAPTURE"... CAPTURE PEOPLE, HOW 
WOULD YOU USE THE 

POWER? 


WELL, THAT'S 


CERTAINLY VERY... 
ABOUT YOU, 


KAREN? 


YOU WIN, THAT'S 
DEFINITELY THE 
BEST IDEA. 


NOVEMBER/DECEMBER 2017 29 


ISSUE #30: THE МАК 


our hero dons 


« Майо Odyssey’ 
than ever before — ап 
forms than ever before 
too: though; let's turn 
our eyes backtot 
of his transformations 


HAMMER MARIO 


IN THE FIRST Super Mario Bros., there was no enemy more 
formidable than the Hammer Bro. You first encounter these 
helmet-wearing, hammer-tossing members of the Koopa clan 
as they leap around on brick structures, only giving you a very 
short window in which to sneak by. When you encounter them 
in World 8, there are no brick structures or safe passages — so 
unless you came prepared with a Fire Flower, the Hammer 
Bros. posed a near-impenetrable barrier to progress. You had 
to learn their timing, be patient, then take your chance when it 
came. But not too patient! Take too long and they'd charge 
toward you, hurling their hammers as they approached. 

It was in Super Mario Bros. that the Hammer Bros. cemented 
themselves a formidable reputation as a force to be feared. It 
was in Super Mario Bros. 3 that you got to sample that incredi- 
ble power. 

The Hammer Bros. Suit was a mysterious item. Going into 
the game blind, you wouldn't know it existed — it isn't men- 
tioned in the manual (a tradition many of the re-releases kept) 
and it first shows up very late in the game. When you find one 
in a Toad House or hidden in a secret area, it looks like a cute 
fella in black dungarees and a hat. But when you use this item, 
Mario is transformed into a walking machine of destruction! 

Mario throws hammers in an arc, and they rip through abso- 
lutely anything they hit. Invincible enemies you've spent the 
entire game avoiding are suddenly fair game. Thwomps, Boos 
and Chain Chomps? The Hammer destroys them all in a single 
toss. Boss battles are over in an instant with one throw of the 
mighty hammer. Even Bowser doesn't put up much of a fight 
when faced with a hammer to the head! (A fitting punishment 
for that barrage of hammers he subjected us to in the final 
encounter in Super Mario Bros.) 

And that's not all: If Mario ducks, the black shell even 
protects him from fireballs, just like a Buzzy Beetle. It's lucky 
the actual Hammer Bros. don't possess this ability as well! 

The Hammer Bros. Suit is possibly the coolest power- 
up in all Mario games. It's so awesome, even the 
Kings of the Mushroom World will beg to borrow 
it from you! 

No dice? What a drag. - MARK 


FIRST APPEARANCE: SUPER MARIO BROS.3 (1990) 


TANOOKI MARIO 


I DIDN'T REALIZE it at the time (I was in second grade when 
Super Mario Bros. 3 was released), but seeing Tanooki Mario 
was my first introduction to traditional Japanese folklore. 
Tanooki Mario functioned the same as Raccoon Mario, with the 
same powers of flight, gliding and precision tail whacks — but 
in a fluffier, cuter kigurumi form. As a bonus, pressing Down 
and B together transformed Tanooki Mario into Statue Mario, 
which not only granted you five seconds of invulnerability, but 
allowed our hero to squeeze through narrow gaps and perform 
a ground pound that could defeat enemies even fireballs 
wouldn't faze. It was always such a thrill to see a Tanooki Suit 
pop out of a huge Question Block and bounce around! 

Super Mario 3D Land brought the Tanooki Suit back just a 
few years ago — along with a Kitsune (Fox) Suit for Luigi — and 
while you couldn't fly or turn into Statue Mario, you could still 
use your mighty tail anywhere, even underwater. 

Years later, | learned about the real tanuki, or raccoon dogs. 
In folktales, they were shapeshifters (one example has a tanuki 
changing into an iron tea kettle) and sometimes tricksters as 
well, but not as cunning as their cousins the foxes. Nowadays, 
they're more of a benevolent mascot for shops and restau- 
rants, as statues of them wearing straw hats and carrying 
bottles of sake and a book of promissory notes are used to 
invite prosperity and good fortune. 

Even Statue Mario has a traditional Japanese origin — he's 
called Jizo Mario in Japan, and is based on the Buddhist deity 
Jizo, whose statues are a common sight in Japan. Jizo is said to 
watch over the souls of deceased children, and many Jizo 
statues are adorned in doll-sized clothing to protect them from 
the elements. One famous folktale taking place on New Year's 
Eve involves an old straw hat maker who finds a row of Jizo 
statues getting covered by snow, and gives each of them a 
straw hat, including the one on his own head. The next 
morning, he and his wife are astonished to find the Jizo have 
left them food and money to ring in the New Year, in 
thanks for the offering. 


Hopefully Tanooki Mario had the same effect = A 
on a lot of you! — REBECCA 9. 
/ A, ne 
ж” © J ЖА. 


FIRST APPEARANCE: SUPER MARIO BROS. 3 (1990) 
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FROG MARIO 


HAVING HIGHLIGHTED BOTH the Hammer and Tanooki 
forms of Mario, it's only right to complete the trinity by profil- 
ing this third and final animal outfit he first donned in Super 
Mario Bros. 3: the Frog Suit! Curiously, though, this change of 
clothes was a power-up that also happened to serve as some- 
thing of a power-down. 

In Frog form, Mario is the master of any underwater area. He 
can freely swim up, down, left and right while submerged, 
using his froggy-flippered feet to fling himself through the 
water much faster than his normal, slow-paced paddles can. 
He can also stop at a moment's notice, another improvement 
over his standard swimming strokes, the momentum of which 
can sometimes make it difficult to dodge oncoming Bloopers 
and Cheep Cheeps. As Frog Mario, our hero swims circles 
around any aquatic adversary. 

The increased swimming speed of Frog Mario was necessary 
for players who wanted to see all Super Mario Bros. 3 had to 
offer, too, as some underwater areas were "walled off" by 
strong currents that would simply sweep any other form of 
Mario aside. Suit up, dive in and speed past those oppressive 
bubbles without a care! 

Yes indeed, life just seemed to go so swimmingly with Frog 
Mario on the screen — until, that is, he leapt out of the water. 
On land, Frog Mario lost all those wonderful movement advan- 
tages. Instead, he became an awkward, aimless amphibian 
who was actually less capable of getting around than he'd been 
before he powered up in the first place! Frog Mario couldn't 
run on land, but rather only hopped in odd, halting arcs across 
level ground — or else bounded up into the air with even odder 
frog-leg leaps that were unintuitive to handle compared to 
Mario's normal mastery of mid-air maneveuring. 

And so it was that Frog Mario was the first power-up in the 
series to offer a trade-off: Our hero gained unstoppable skill in 
the sea while suited up, but flopped around like a, well, frog 
out of water when not beneath the waves. But even still, 
there was fun to be had with that too — playing as 
Frog Mario in non-water levels added extra 


hec. 


CAPE MARIO 


“OH! I HAVE slipped the surly bonds of earth and danced the 
skies on laughter-silvered wings . . ." 

So read the opening lines of Royal Canadian Air Force pilot 
John Gillespie Magee Jr.'s famous poem "High Flight," an uplift- 
ing vignette about one man's waltz through the aerial expanse. 
There is not a soul among us who hasn't longed to kiss the 
clouds and swim the atmospheric currents. But what have you 
done to manifest that dream? 

For our mustachioed handyman hero, breaking the chains of 
gravity was merely a matter of finding the right magical totem 
during any of his globetrotting quests. Thus did he discover the 
Super Leaf, which bestowed a raccoon tail capable of propel- 
ling him from terra firma. However, something was off about 
this new transformation — no sooner was the gift of flight 
granted than it was recalled. It was clear that the Super Leaf 
was but a step on the staircase to Elysium. 

Soon afterward, Mario found himself in Dinosaur Land, a 
world out of time, bustling with many strange beasts and 
exotic treasures. Among his spoils was the Cape Feather, an 
unassuming orange-striped plume that summoned an equally 
modest yellow cape — you definitely wouldn't confuse him for 
the Man of Steel in this low-rent getup! But perhaps there was 
a deeper connection to the Last Son of Krypton than appear- 
ances would first lead you to believe... 

With confidence and purpose, he raced along the ground, 
then, with a short hop, began his ascent. Although as with his 
Raccoon guise, he began to drift back toward the surface 
before long — the dream of skating on air seemed once again 
out of reach. But lo! Mario's cape caught a gust of wind and 
lifted him back to his apex. By rocking forward and back, he 
succeeded in surfing a sine wave across the afternoon sky. And 
could it be that by shortening the length of time between tilts 
he could climb even higher? 

Infinite flight in a velvety soft package! This feather must 
have been plucked from the wings of an angel! The 
heavens shall forever more be a cotton-coated 


challenge to the game, which some experts 
used to prove their prowess! — LUCAS 


canvas and Cape Mario the painter, expressing = A 

exhilaration with each masterful stroke. б № 

M There's no greater feeling! — TONY / L A 
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WING MARIČ 


WE'VE NAMED MARIO "The Man of Many Hats," and yet 
that title seems to rarely refer to actual headgear. Most of the 
mustached mascot’s different abilities seem to be gained from 
touching random magical objects like mushrooms or flowers, 
and the visual proof that he's been enhanced is more often a 
full-on costume swap than just a change of lid. 

Super Mario 64, though, thankfully provides a surefire point 
of reference wherein, yes, Mario's different powered forms 
were actually distinguished from one another by him donning 
different hats. 

There were three in total: the Metal Cap you'll read about 
next, the Vanish Cap that didn't seem impactful enough to 
include here (though you could pretend it's on this page too, 
just invisible) and the feathered wonder you see above: the 
Wing Cap. Truly the greatest of the trio, and an iconic image of 
the Nintendo 64 launch thanks to its prominent placement on 
the Super Mario 64 box art! 

Now, Mario flew before this. He flew on the NES thanks to the 
Raccoon Tail and Tanooki Suit. He flew on the SNES thanks to 
the Super Cape. But the sheer joy of soaring through the sky 
could only truly be felt when the third dimension was intro- 
duced, and the Wing Cap took us to the clouds in 3D for the first 
time ever. 

Hopping once, twice, then a third time in quick succession 
triggered Mario's new defiance of gravity, and Charles 
Martinet's boisterously joyful voicework gave honest mirth to 
the moment our hero's feet left the ground this time — Mario 
was clearly having the time of his life with those wings on his 
cap! But, sadly, this most freeing form of flight was also Mario's 
most fleeting — the power endured for less than a minute, after 
which time Mario's wings became only as effective as the 
mythical Icarus', fading into nothingness and leaving the 
plumber plummeting. 

Wing Mario remains a form only found in Super Mario 64 and 
its DS remake to this day, though Mario's found other 
methods of flight since. Super Mario Galaxy's Flying 
Mario is similar in the way he soars, but he only 


appears twice. Not enough to make a / y 
қ к 


lasting impact! — LUCAS 


FIRST APPEARANCE: SUPER MARIO 64 (1996) 


METAL MARIO 


ONCE MARIO FOUND that green switch in Super Mario 64 
and activated it, the land was suddenly populated with shiny 
green boxes. Once Mario punched that first green box and 
revealed its treasure — the Metal Cap — he placed it on his head 
and it utterly changed his life! Mario became a metal statue of 
himself that could move. Sentient metal? Mario had been a 
statue before with that silly Tanooki Suit, but that was an 
immovable stone, not an ambulatory juggernaut. 

Regardless of the morphology of the situation, Mario was 
now completely impervious. Mario has a plethora of enemies 
that attack him constantly, so the added security alone 
probably made him breathe easier for as long as the cap 
lasted. But that's the other thing! Mario had no need to 
breathe as Metal Mario, as his metallic nature allowed him to 
explore caves full of poisonous gas and live underwater. 
Granted he sank like a load of bricks, but walking on the 
bottom of a lake is fun! Then, it dawned on him: Do a ground 
pound! The megaton collision his rump bump gave the earth 
satisfied him greatly. There was no going back. He started 
wearing the cap everywhere. 

He donned the cap in Super Smash Bros., making him a dan- 
gerous opponent and a hard one to punch off the level due to 
his durability and near-complete lack of knockback. His 
punches also caused more damage to enemies, and it was 
easier to send them sailing. The only real drawback was a 
diminished jump, but with such power a smaller jump is a small 
sacrifice! He started to ponder other areas where the cap 
might be useful. Mario started wearing the Metal Cap during 
the Mushroom Kingdom's sporting events. The advantages 
were myriad, improving his drive in golf, his swing in tennis 
and baseball and his shots in soccer. He wore the cap again in 
Mario Kart 7 and then again in Mario Kart 8. Perhaps he was 
thinking his extra weight would allow for better cornering or 
grip, but maybe he just likes being immune to road rash? His 
friends considered an intervention when he started 
wearing the Metal Cap with his doctor uniform and 


appearing in puzzle games, thinking he might y 4 
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never appear as regular Mario again! 


FIRST APPEARANCE: SUPER MARIO 64 (1996) 
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BEE MARIO 


THE GALAXY GAMES have put out some of the most memo- 
rable Mario paraphernalia of the past 30 years. Galaxy's entire 
concept of having our favorite plumber (who's apparently not 
a plumber anymore!) leap into different worlds is rife for 
absurdity, and one of the most absurd to date is the Bee 
Mushroom, which turns our hero into the predictably buzzy 
Bee Mario. 

A power-up employed across both Galaxy titles, Mario turns 
into a little bug man, adorned with a hat, antennae, wings and 
a stinger. What we essentially have here is the polar opposite 
of underwater travel, though they do sport some similarities. 
For instance, Mario can continue his flight pattern if he grabs a 
coin, just how picking up a coin in water would refill his air 
meter in some games. But Bee Mario has a little more freedom 
here, as he can move about almost anywhere in a level as long 
as he still has energy in his flight meter, which can not only be 
refilled via coins, but through various other methods like 
defeating enemies or holding onto walls. 

One of the reasons that this doesn't feel like a throwaway is 
because it's employed in so many different levels (seven in all 
in both games). Much like the Cat Suit, someone over at 
Nintendo was looking out for the Bee Mushroom and wanted it 
to be used as much as possible. It's even been referenced in 
several other non-Galaxy games, like the Mario & Sonic 
Olympic sideshows, other sporting series like Mario Golf and 
Mario Tennis, and it even has its own trophy in Super Smash 
Bros. for Wi U! 

Really though, who doesn't love to fly in sandbox platform- 
ers? It’s one of the mechanics I look to unlock first, despite the 
fact that it's usually last in line because it makes exploration so 
easy and breaks sequencing left and right. But again, Nintendo 
found a way to temper it with Bee Mario, putting a limitation 
on the idea and forcing players to work around while giving 
them a certain degree of freedom. In a way, it kind of sums up 
the adventurous spirit of Super Mario Galaxy as a whole. 

But does Mario enjoy being a bee? He seems 


stoked about the idea of becoming an insect. нң ( 
But Luigi? Luigi is pumped! — CHRIS 9 J 
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FIRST APPEARANCE: SUPER MARIO GALAXY (2007) 
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SPRING MARIO 


LOOKS MIGHT NOT be everything in life, but they certainly 
count for something in the world of Mario power-ups! That’s 
why the Spring Mushroom is such a delightful addition to 
Mario's wild and wacky wardrobe. Is it fast? Not at all! Is it 
strong? Nope! Is it easy to use? Not really, no! So why is Spring 
Mario so great? 

Easy! He looks gloriously ridiculous in that getup! 

Like the Bee Mushroom and the Boo Mushroom, the Spring 
Mushroom debuted in Super Mario Galaxy. But whereas those 
two power-ups granted cool costume changes, Spring Mario is 
literally just Mario stuck in a giant coiled spring. It's not a 
bouncy variation on his usual duds — it really looks like he just 
hopped out of the junkyard with the world's strangest story to 
tell. It used to be the most gleefully undignified look in video 
game history (until the Yoshi Rabbid came along to knock it off 
its pedestal). 

Speaking of falling off of platforms, let's talk about mobility! 
Spring Mario does have one special ability, in the form of a 
super jump. Just compress the spring, let go, and boom! Next 
thing you know, you're rocketing straight up into the sky! This 
can be useful for flinging yourself to new heights, but the true 
power lies in the animation. You see, being completely 
wrapped up in a spring means walking's out of the question. So 
how can you possibly get around? By flipping end over end like 
a goof, of course! Every other bounce lands square on Mario's 
noggin, and it's probably the funniest "walk" cycle you'll ever 
see. And yes, this definitely means that you can use the 
power-up's leaping ability by bouncing off of Mario's face, and 
yes, it looks wonderfully stupid. What's more, the spring's a bit 
difficult to control, which means you'll probably fall off of a 
ledge and crash headfirst into the ground. More than once. 

You might think that all of this makes the Spring Mushroom 
a bad power-up, but it's just the opposite! Mario games are all 
about surprises and fun, after all. What's more fun than 
giggling at an outrageous, hilarious spring-a-ma-jig of 


an item? Just enjoy the ride and roll with it! Or = 
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rather, bounce with it! — LINDSEY 


FIRST APPEARANCE: SUPER MARIO GALAXY (2007) 


| HAVE А theory that the development of Super Mario 
Odyssey began right here, over a decade ago. | mean, just look 
at that! Couldn't it be a piece of promotional art for Mario's all- 
new adventure instead of one that's over 10 years old now? 
You've got a traditional, time-tested Mario series foe — but it's 
not looking normal. It's wearing Mario's classic red cap for 
some reason, and it's even gained his signature 'stache. Why, 
this isn't a Boo at all! It's Boo Mario! 

Yes, this is the closest past point of comparison we have for 
the body-snatching, enemy-possessing gameplay mechanic 
that sits at the core of Super Mario Odyssey, and | have to 
imagine that after Nintendo's developers came up with Boo 
Mario, they must have naturally considered Goomba Mario and 
Cheep Cheep Mario and all of those other forms that have now 
become reality here in 2017. That lends Boo Mario a great deal 
of weight and importance in hindsight, but even without the 
Odyssey-inspiring connection, this would still be a past form of 
the plumber that would merit inclusion on this list of the best 
of the best. 

Mario didn't toss his cap on top of a Boo to possess its body 
(or lack of a body, | guess), but rather transformed into this 
frightful form after touching a Boo Mushroom. As an intangible 
spirit, Mario gained the power to pass through walls — similar 
to how he'd previously been able to do that while wearing the 
Vanish Cap in Super Mario 64. That was just the beginning of 
Boo Mario's abilities, though, as he could also turn himself 
invisible to avoid detection (though no Ghostbusters ever 
threatened to entrap him) and he also instantly learned to 
speak and read the Boo language, Booish. 

What's more, Mario proved to be such a popular Boo that 
other Boos were inspired to follow him around! Nothing like 
leading a little parade of wandering ghosts, finally without any 
fear that they'd decide to lunge forward and sink their ethereal 
teeth into Mario's backside. 

Boo Mario was a prominent power-up in the first 
Super Mario Galaxy, then made a lone encore 
appearance in Galaxy 2. The next time you play 
either, give thanks to this form for helping 
point the devs toward Odyssey! — LUCAS 


FIRST APPEARANCE: SUPER MARIO GALAXY (2007) 


PENGUIN MARIO 


THE PENGUIN SUIT is quite possibly the best power-up suit 
Mario has ever acquired. 

Never mind the adorable facade of the item; where the 
Penguin Suit beats everything else is in pure utility. Sure, there 
are power-ups that allow Mario and friends to fly, while others 
can take down a raging Koopa King at 20 paces with naught but 
a handful of hammers, but the Penguin Suit brings so much 
more to the table. 

At a base level, the Penguin Suit is similar to the Tanooki 
Suit, in that it replicates another of Mario's power sets from 
the same game while adding to it — in this case, the Ice Flower. 
Unlike most of Mario's projectiles, the Ice Balls it produces 
work both offensively and defensively. Against some smaller 
enemies, it can freeze them to be used as platforms or thrown 
similarly to Koopa Shells, but it's against bosses like the 
Koopalings where they really shine. Magical blasts sent your 
way are easily negated by the ice, leaving you to more easily 
maneuver in for those pivotal stomps that bring them to their 
knees. 

That's just the beginning. While wearing this attire, slipping 
on ice is all but a thing of the past (so long as Mario remains on 
his feet). Of course, if you decide to take Mario off his feet 
while running, he can slide along his stomach (for greater dis- 
tances on ice, of course) through enemies, blocks and even 
over the surface of pools of water! 

And speaking of water, penguins are adept at swimming, and 
that ability is passed along to Mario when wearing this suit. 
He's already no slouch beneath the waves, but with the 
Penguin Suit at his disposal, he has underwater control that is 
only rivaled (if not surpassed) by the Frog Suit. But even so, the 
Frog Suit has no offensive/defensive capabilities to speak of, 
while | remind you of the aforementioned Ice Balls that can 
send Cheep Cheeps and other foes floating frozen to the 
water's surface. Plus, it doesn't sacrifice your normal mobility 
when out of the water! 

Whether you're a veteran or newcomer, the 
Penguin Suit packs a punch, and if you see one, 

don't hesitate to grab it quickly, before 

your friends do! — DAVID 


FIRST APPEARANCE: NEW SUPER MARIO BROS. Wii (2009) 
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CLOUD MARIO 


THERE ARE FEW power-ups as underutilized as Cloud Mario. 
Only present in Super Mario Galaxy 2, this simple but effective 
new suit allows Mario to create cloud platforms underneath his 


feet. | told you it was simple! 


All players need to do is collect the power-up, waggle the 
Wiimote and, voila, there's a little temporary cloud ready to go. 
It's a limited-use type thing, symbolized by three cute little 
cloud creatures following behind you — once all three are 


expended, you're back to normal Mario. 


While the Cloud Suit (and by proxy, the Cloud Flower) isn't 
one for flair, it opens up a whole lot of gameplay possibilities 
within a level. Areas that were otherwise impossible to reach 
can now be accessed with a quick flick of the wrist, either 
expending the entire suit or just part of it. Some clouds are 
baked into each level, allowing you to step on them without 
wasting a charge, and Mario's general physics are tweaked a 


bit, with appropriately floaty falls. 


It's always a decision when it comes to using a cloud buddy, 
and although you can pick up another Cloud Flower to reset 
your stock, there will come a time where you need to just waste 
a few to prevent an untimely death (kind of like jumping off 


Yoshi and sending him into a pit, but a lot less cruel). 


On an aesthetic level, | can't stop laughing or smiling 
whenever | see Mario running around in this thing. He looks 
absolutely absurd with his oversized cloud pants, shirt and hat, 
which are all capped off by a cloud necklace. Nearly all of 
Galaxy's power-ups are lovingly crafted and more memorable 
than a lot of the other 2D renditions, but this one takes the 
cake. Mario doesn't just feel like he's Mario with a new hat and 
a slightly different power — he's fundamentally altered by the 


Cloud Suit, into a near-celestial state of being. 


Cloud Mario is a fleeting power-up, both in terms of its use 
in-game and in the Mario universe as a whole. Even if it never 
appears again and is just relegated to Super Mario Galaxy 2, 


though, | would be fine with that — | can always return 
to that world with the easy-going level select 
system and have a great time in the clouds. 


" 


— CHRIS Ж | 
632 


FIRST APPEARANCE: SUPER MARIO GALAXY 2 (2010) 


36 ISSUE #30: THE MAN OF MANY HATS 


ү == ——„ 


ВООМЕКАМС 
MARIO 


EVER SINCE SUPER MARIO BROS. 3, Mario and the 
Koopas have been locked in a game of "anything you can do, | 
can do better." Mario had the fireball ability for years, so the 
Koopa Brothers got in on the act — introducing the world to the 
Fire Bros. The Hammer Brothers have been pestering Mario 
since the original installment of Super Mario Bros., so Mario 
tried his hand at tossing tools in Super Mario Bros. 3. This has 
gone on for a while, with the two groups of rivals constantly 
trying to one-up (see what I did there?) each other with wings, 
raccoon tails, capes and more. One of the more recent 
examples of this is also one of my favorites: the Boomerang 
Flower power-up. It took Mario 23 years to finally catch up to 
the Boomerang Bros of Super Mario Bros. 3, but the wait was 
well worth it. 

The Boomerang Flower transforms Mario into Boomerang 
Mario and grants him the ability to throw boomerangs. First 
introduced in 20115 Super Mario 3D Land, this power-up is 
extremely useful in that game's 3D environment. When thrown, 
it acts as you'd expect a boomerang would: After traveling a 
specified distance, it circles back around to its thrower, 
bopping any unfortunate evil turtles, bushy-browed mush- 
rooms or other vulnerable enemies who happen to be in its 
flight path. The Boomerang is also great for pruning the 
various types of Piranha Plants from a distance, as well as 
reaching any far, far, out-of-the-way coins without risking a 
one-way trip down a ravine. And jumping right before the boo- 
merang makes contact with Mario will allow it to fly behind him 
and take care of any sneaky Koopas trying to get the drop on 
our favorite plumber! (This won't go on forever though, as the 
flight path becomes shorter with every pass.) 

The Boomerang power-up can also be seen in a few other 
Mario games, most notably in Mario Kart 8. Regardless 
of where it appears, it is a very handy power-up. I 
can guarantee that once you experience it, you'll A 
want to come back to it over and over а P 
again! - THOR 1 M 
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FIRST APPEARANCE: SUPER MARIO 3D LAND (2011) 


GOLD BLOCK 


AH, NEW SUPER MARIO BROS. 2 — the Mario game that 
was designed by Scrooge McDuck and Mr. Krabs. Nearly every 
aspect of this game was designed around collecting those won- 
derful ubiquitous gold coins and adding them to the running 
world total. There were coin fountains, coin-spewing pipes, 
hidden coin groups that revealed themselves when you simply 
walked by, coin-tossing Lakitus and the obscenely powerful 
Gold Flower power-up, just for starters. 

But there was one additional power-up that made its debut 
in this sequel: the Gold Block. This special little item would turn 
Mario (or Luigi, can't forget the other savior of the Mushroom 
Kingdom) into a literal blockhead! The Gold Block would 
manifest in one of two ways: either striking a coin block at least 
10 times or appearing on the world map when an additional 
200,000 points was added the score. 

When Mario is wearing the Gold Block, every step he takes is 
worth money in the bank, quite literally. As he walks or runs, 
he generates coins — and the faster he runs, the more quickly 
the coins appear. This has a limit though: The Gold Block disap- 
pears after 100 coins are generated. But several stages have 
multiple prospective Gold Block power-ups in them, so you can 
really rack up the cash if you play your cards right! 

My favorite aspect of the Gold Block has nothing to do with 
making bank, though — it has to do with security. The Gold 
Block adds an extra layer of protection for Mario. You see, with 
the Gold Block you can still use whichever power you had 
before putting it on, like throwing fireballs for instance. 
Normally if you touch a bad guy in a Mario game, you lose your 
power-up — but when wearing the Gold Block, only the Gold 
Block is lost. It provides a great bit of insurance for later stages 
when you need to rely on a specific power for progress. And 
since it always appears after adding 200,000 points to the 
Score, you can control when it appears on the overworld map 
much in the same way you could control when the Treasure 
Ship would appear in Super Mario Bros. 3. 

The Gold Block is a useful little power-up indeed 


4 
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— | wish that І had a hat that gave me money just нң ( 
for walking around! — THOR > 
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САТ МАВІО 


CATS ARE KNOWN for eating and sleeping all day. And while 
Mario has been known to do both on occasion, that's not what 
he's really about. Mario is about running and jumping around 
everywhere, playing games, getting into all sorts of mischief 
and hijinks and making sure he's in the way whenever someone 
(usually Bowser) is trying to do something important. Just like 
a cat! 

This is why the power-up suit Mario (and friends) acquired 
from Super Bells during their adventure in the Sprixie Kingdom 
is such a perfect fit. Mario is already like a cat in many ways (he 
even has his own kind of whiskers, you know), but now he gets 
to take advantage of catlike abilities that he doesn't normally 
possess. 

Besides the ability to run around tirelessly on all fours 
(seriously, that's a hard stance to keep up) and break into a 
sprint more quickly, the greatest gift this fine feline super suit 
grants Mario is the gift of claws. Mario can swipe at foes on the 
ground, slide into them or directly pounce down upon them 
from on high. What's more, they also allow him to avoid 
near-miss jumps by climbing straight up walls and even Goal 
Poles — perfect for getting those completion bonuses! 

There's also a variation granted by the Lucky Bell that turns 
Mario into Lucky Cat Mario, a gold maneki-neko statue version 
of his Cat form that gains coins while falling and is invincible, 
allowing it to defeat all but the most powerful of enemies who 
are normally immune to his attacks. Plus, Mario gains an extra 
hit in this form, and is simply returned to normal Cat Mario 
when attacked. 

The Cat form may also be one of the most popular items 
among the Mario cast. Not only do Mario, Luigi, Toad, Peach 
and even Rosalina adopt it, but so does Bowser, turning him 
into the fearsome Meowser — and with a larger size and a 
tail-whip attack, you know he's not kitten around! 

If there's one downside to the Cat suit, it would have to be 
that it's been picked out by Nintendo as a way to pad 
out the roster of Mario Kart 8 without adding any 


actual new characters to speak of. = A 
And that’s that for Mario’s "hats" — for 9 J 
ge J — 
now, at least! — DAVID 7. Є 7 m 
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ARLO'S HEADCANON 


MARIO'S IDENTITY CRISIS 


THE SUN CAST its warm glow over the Mushroom Kingdom, granting the perpetual Spring the land had enjoyed since 
time immemorial. Colorful flowers dotted the green hills, streams and ponds sparkled like stars, the deep blue sky filled with 
white, puffy clouds. And every plant and creature moved rhythmically, as though dancing to some song just on the edge of hearing. 

A short man in blue overalls and a red cap ran across the plains with a smile on his face. He jumped effortlessly over boulders and 
logs and snatched up every shiny golden coin he could spot hanging in the air and lining the ground. Blocks made of bricks floated 
high above his head, and he launched himself into the air and smashed each easily with one balled fist. The man moved with a curious 
energy; his every movement was strong and effortless, as though he were fueled by that perpetual sun and that otherworldly music 
that made the kingdom itself swell and move with life. 

"Who ... ат I?" Mario thought to himself. 

He came upon a cliff that dropped into a wide valley peppered with gigantic, colorful mushrooms. He leapt across these, making his 
way to the other side, picking up more coins as he went. He gave a happy cry of "YA-hahhh!" as he jumped across a particularly large 
gap, and when he landed he bounced into another jump without hesitation, as though he weighed next to nothing. 

It was a question he'd asked himself again and again. A hundred times, a thousand — he'd lost count. The asking had become 
something of a mantra after so long, words that swirled around his mind in an endless loop. 

He reached the other side of the valley and with a gigantic leap and a mid-air somersault landed once more on the green grass, 
alighting with his arms extended like a gymnast. A moment later he was running again, picking his way through the rocks and flowers. 

A plumber? A doctor? A professional tennis player? A hero? A raccoon? He had worn so many hats, done so many jobs, taken so 
many forms that they all blended together in his mind. 

More golden coins floated in the air, twinkling in the sun. He snatched them up with a happy laugh, then made his way toward a 
wooded area. The shade was pleasantly cool. He passed a pond filled with lilies and fat, happy frogs that croaked cheerfully at him as 
he passed. He tipped his hat and gave them a big smile. 

"Which one is the real Mario?" he wondered. He couldn't quite place when he had lost sight of his true self, but he searched for 
it now — every waking moment he searched. And yet... the picture only grew blurrier, the answer only slipped further from his 
reach. 

He spotted a group of Goombas bullying an adorable woodland chipmunk. The moment they saw him they charged, their faces 
angry and their stubby little feet pumping furiously. Mario leapt into the air and bounced on each one in turn. 

"Yah! Hah! Gotcha!" The Goombas fell away with goofy cross-eyed expressions on their faces and lumps 
growing on their heads. When the last had been stomped, Mario hit the ground with a three-point landing, 
and looked up to see another gang headed his way. They were led by Hammer and Boomerang Bros, 

who readied their weapons as they approached. Mario immediately jumped into action. 

A painter? A partier? A janitor? A boxing referee? A DINOSAUR??? Mario searched his memory 
for his true self as he gracefully stomped Goombas and Bros alike. 

"Woohoo! Yah! Wah! Boing!" Glittering coins flew through the air and he snatched them up with an 
easy exuberance. One Bro dropped his boomerang, and when Mario grabbed it a helmet and shell 
magically appeared on his body. After striking a brief heroic pose he went about hurling his new weapon 
and watching as it knocked Goombas left and right. 

What if forgotten years ago he had donned his red cap and become the Mario he was now? What 
might he have been before that? What if he had lived a thousand years, assuming form on top of form, 
and this shelled, mustachioed visage was only the latest monstrosity to fly in the face of nature's 
design? What if a thousand years from now his current self would be yet another memory carried 

away by time's cruel tide??? 

Soon the job was done and the baddies ran off. Mario dusted off his hands as his clothing 
returned to normal. The chipmunk scampered up to him and he gave a "Yah-hahhh!" as they 
high-fived. The chipmunk ran off again and Mario turned just in time to see Luigi walking 
up with a smile and a wave. g 
"Hi, Mario! We’re-a going golfing! Do you want to come?" г” 

"| DON'T KNOW, OKAY?!" Mario screamed. "I DON'T KNOW!!!" He regarded Luigi with pure 

exasperation on his face, panting slowly, hands held out in front of him with palms 

up, fingers slightly curled. Luigi stared back at him with wide eyes, his mouth 

open in surprise. 
After a few moments Mario's eyes shifted around. He quickly 
dropped his hands and cleared his throat. "| mean... Let's-a 
go!" He thrust his fist into the air and gave Luigi a big smile. 
Luigi smiled back and the two of them walked off laughing. 
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PROJECT OCTOPATH 
TRAVELER tie quest of many heroes! 


BACK AT THE Nintendo Switch reveal 
event in January, Square Enix showed 
off a snippet of an upcoming Switch 
RPG: Project Octopath Traveler. We 
were told almost nothing about this 
mysterious adventure, except that it 
was being made by the same team 
who brought Bravely Default and 
Bravely Second to 3DS. The art style 
was alluring and unique, but the goofy 
and evocative name hid much of what 
this promising game might be about. 

In September's Nintendo Direct, 
though, Project Octopath Traveler 
(which is still just a working title) was 
given star treatment, handed its own 
segment alongside Super Mario 
Odyssey and Xenoblade Chronicles 2. 
The feature on Octopath laid out the 
basic premise of the game, as well as 
announcing that a demo was to be 
available immediately after the Direct. 
(It's out now; go download it!) 

Project Octopath Traveler features 
eight different heroes, each with their 
own unique stories and abilities. Each 
character has a Path ability that's 
exclusive to them, and also something 
that affects battle and the overworld 
in a dynamic manner. Only two were 
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highlighted, and they're also the only 
two playable in the demo. Primrose is 
a dancer who has the ability to allure 
non-playable characters, making them 
do her bidding or join her in battle. 
Olberic is a warrior who can challenge 
any NPC to a duel, and with victory, 
they'll do his bidding. While ostensibly 
the two Path abilities in the demo 
have the same outcome, the story 
implications of the abilities help high- 
light and develop the characters. 

Primrose's story is a dark one. The 
demo for her tale opens with her 
father being murdered in front of her 
by a trio of villains marked with dis- 
tinctive tattoos. After a flash-forward, 
you control her as she's hiding out as a 
provocative dancer, dealing with a 
harassing and abusive sleazeball of a 
boss and completely detached from 
the world around her. It's heady stuff, 
even for JRPGs, as criminal assault is 
discussed just beneath the surface of 
this entire demo segment. 

The demo is story-heavy in the 
beginning, doing a great job of laying 
the foundation of Primrose's story and 
motivation through questionable voice 
acting and somewhat cheesy dialogue. 
Things start to pick up when you're 
given more control of Primrose and 
she enters a dungeon to try to chase 
after one of her father's murderers. 


That's where the combat comes in. 
The combat is a focused riff on 
Bravely Default's unmistakable inno- 
vations on traditional JRPG design. 
Primrose has basic attack and magic 
abilities, but these can be augmented 
with Boost points, similar to the 
Bravely/Default system. A Boost point 
regenerates each turn, so strategy 
might dictate waiting for the entire 
Boost allotment to fill before laying 
the smackdown. Enemies all have 
shields that can break, thus leaving 
them weak to attack as well as unable 
to attack. Depending on how strong 
the enemy is, their defense might 
require multiple hits to take down. 


Clever use of Boost points, melee 
attacks and magic are required to be 
successful in battles. The finale of the 
demo tests that well, and if you don't 
understand how it all works, you'll 
struggle to reach the end. 

Olberic's story follows a similar 
structure, though his backstory is that 
of an old knight who no longer has a 
place in the world following his king's 
fall during a coup. He sets out to find a 
new purpose, and his quest drives him 
to engage in a battle with bandits. 

After you finish each character's 
story segment, you're then free to 
explore a limited section of the world 
(and can even find the other character 
to join your party). A few sidequests 
linger that you can complete, gener- 
ally highlighting the story's dark tone 
and the interesting interaction 
between characters. 

One of the most engaging parts of 
Octopath Traveller is its art style, 
mixing pixel art with CG for a unique 
and distinctive look. This is unlike 
anything seen before, and feels like it 
could be the first step in a new trend 
in nostalgic 2D artwork in games. The 
music helps make the graphical 
choices even more dynamic, routinely 
dipping into somber tones to hit at the 
sadness at the core of the stories. 

Still, even after this surprisingly 
meaty 2-4 hour demo, much remains 
unknown. We know eight heroes will 
be playable, hence the "Octo" part of 
the title. Their Path abilities will likely 
have the same style of non-playable 
character coercion. Some will 
probably reference and acknowledge 
RPG tropes, maybe with clever use of 
summons or magic. Maybe one could 
be something a little goofy, like a cook 
who makes food to soothe NPCs? After 
all, Bravely Default had a Catmancer! 

We'll find out more about Octopath 
Traveler soon, as we stay on the path 
toward its 2018 release! — NEAL 
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XENOBLADE 


SUPER MARIO ODYSSEY may be 
the year's biggest Switch game in 
terms of name recognition, but when 
it comes to sheer scale, Xenoblade 
Chronicles 2 is the biggest adventure 
still on the horizon for Nintendo's new 
console. The Big N revealed a plethora 
of new details about the sprawling 
RPG during its most recent Nintendo 
Direct broadcast, giving us a closer 
look at the world of Alrest and the 
diverse array of inhabitants players 
will encounter on their journey to find 
the fabled World Tree. 

Like the original Xenoblade before 
it, Xenoblade Chronicles 2 is a 
massive, open-world adventure set on 
the backs of colossal beings known as 


Titans. Each of these lumbering guard- 


ians is home to a unique ecosystem 
and society. Uraya, for instance, is a 
kingdom built within its Titan whose 


people have a deep respect for nature. 


By contrast, the rival Empire of Mor 
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Ardain is a militaristic society with a 
penchant for war machines and 
annexing other lands. Then there’s the 
Indoline Praetorium, a theocracy that 
exerts influence over all the other 
societies of Alrest due to its control 
over the supply of Core Crystals, the 
rare and valuable material from which 
new Blades are formed. 

Core Crystals aren’t simply import- 
ant in the game’s story; they play a 
vital role in the gameplay as well. As 
previously mentioned, players use the 
Crystals to form new Blades — syn- 
thetic lifeforms that battle alongside 
Drivers — through a process known as 
Blade Resonance. Each Blade you 
awaken has a different elemental 
affinity and falls under one of three 
categories: Attacker, Defender or 
Healer. Each one also comes with a 
different clutch of Arts, and the types 
of abilities you can use are tied to 
which Blades you take into battle. 
Fortunately, players can equip up to 
three Blades at a time and freely 
switch between them on the fly, which 
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promises to make battles even more 
strategic than previous Xenoblades. 
The story of Xenoblade Chronicles 2 
follows a young Driver named Rex who 
lives alone on the back of a smaller 
Titan affectionately known as Gramps. 
Rex is a salvager who sells materials 
he scavenges from beneath the cloud 
sea, but a fateful encounter with the 
Blade Pyra sets him on a quest to 
deliver her to Elysium, the idyllic 
paradise said to rest at the top of the 
World Tree. They aren’t the only ones 
searching for Elysium, however; many 
other characters are on a quest to find 
the World Tree and a legendary Blade 
called the Aegis, including 
the shadowy empire 
of Torna, which 


conducts its own mysterious opera- 
tions beneath the clouds. 

All of this points to an epic adven- 
ture that will serve as a fitting 
capstone to what has been a remark- 
able first year for Switch. Xenoblade 
Chronicles 2 launches around the 
world on December 1, and from what 
Nintendo and developer Monolith have 
shown of it thus far, it looks like it'll be 
another potential contender for Game 
of the Year! — KEVIN K. 


ROCKSTAR IS BEST known for 
games about car thieves and 
cowboys, but in 2011, the company 
bucked that trend by publishing 
Team Bondi's L.A. Noire, an action 
drama that puts you on the right 
side of the law for a change — in a 
policeman's shoes. Detective Cole 
Phelps is a complicated man with a 
fractured past, striving to do right 
in a town that would just as soon 
chew him up, spit him out and send 
him down the river. It's up to Cole 
to push against the current, put the 
pieces together and preserve his 
humanity amid crime scene after 
crime scene, all against the 
backdrop of picturesque Los 
Angeles circa 1947. 

L.A. Noire was a technical 
marvel six years ago, sporting a 
combination of Hollywood talent, 
inventive interrogation mechanics 
and some of the most realistic 
facial animations in video game 
history. The game still looks great 
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today, but it's a far cry from some- 
thing like Splatoon or ARMS in 
terms of tone. Do owners of 
Nintendo's newest fun machine 
want a game like this? It's hard to 
say, but at least it won't have much 
competition in the "Gritty Period 
Piece Murder Mystery" genre. Right 
now, Thimbleweed Park (reviewed 
on Page 22) is the only other game 
that comes close, though it's more 
of a parody, while L.A. Noire is 
practically joke-free. 

Of course, the most interesting 
topic of discussion to arise out of 
this L.A. Noire announcement isn't 
about L.A. Noire at all, but Grand 
Theft Auto. Could this game just be 
Rockstar testing the waters on the 
Switch, and possibly be the first 
step toward a port of Grand Theft 
Auto V to Nintendo's new hybrid 
hardware? That GTA sequel came 
out four years ago now, but it's sold 
over 80,000,000 copies since then 
— there would definitely be 
demand for a new version that can 
be played both at home and on the 
go! — JONATHAN 
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WWE 2K18 


IT'S BEEN FIVE years since а 
Nintendo platform last saw a WWE 
title (six for a portable version), 
and while sports entertainment 
fans the world over will be playing 
it on various platforms by the time 
you read this, Nintendo Switch 
owners will have to wait just a bit 
longer for their return to the 
squared circle, as the game still 
currently holds a release date of 
"Fall 2017" as we go to press. 

Much has changed since World 
Wrestling Entertainment last 
graced one of Nintendo's platforms, 
from the rise to prominence of 
developmental brand NXT, to the 
unification and splitting of the Raw 
and SmackDown rosters, to the 
Women's Revolution. And then 
there are the changes to the roster 
itself — only 17 members of the 90+ 
members of the WWE '13 roster still 
wrestle wregularly — er, regularly 
for the company today! 


2KSPORTS 
SWITCH YUKE'S & 
VISUAL CONCEPTS FALL 2017 
(WORLDWIDE) 


The Switch version of WWE 2K18 
is said to be on par with the 
features of the other versions of 
the game, barring one exception: 
Rather than having eight charac- 
ters on screen at once, the Switch 
will only support six. A shame, but 
at least most groups these days 
tend to have only three members. 

In addition to boasting the 
biggest roster ever with 172 differ- 
ent past and present Superstars to 
choose from, the WWE series con- 
tinues to pioneer with the exten- 
sive customizations allowed in the 
Creation Suite as you make your 
very own "MyPLAYER" star, 
matches, arenas and videos. Then 
in MyCAREER, you'll be backstage 
at a WWE event, where you can 
freely roam the arena halls, forging 
alliances and stoking rivalries. 

The biggest new feature is the 
online Road to Glory, where you'll 
compete with others for loot cases 
and the opportunity to compete in 
and headline pay-per-views that 
correspond with the big events the 
WWE holds in real life! — DAVID 
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FOLKS, LET ME level with you: I 
don't do first-person shooters. 
Aside from GoldenEye 007, multi- 
player Halo at my friends' homes 
and — depending on your interpre- 
tation of what constitutes an FPS — 
Metroid Prime, the genre is lost to 
me. I've never had the best grasp 
of the controls on either console or 
PC, and the heavily scripted cam- 
paigns in many high-profile games 
hold little appeal. 
But when | saw footage of DOOM 
(you gotta remember to type that 
out in all caps!) in action last year, 
flashes of a long-forgotten age illu- 
minated the chambers of my mind. 
Sprinting across the demon- 
infested moons of Mars, discover- 
ing hidden rooms buried within 
other hidden rooms, consulting 
long sheets of crumpled printer 
paper for cheat codes... why did I 
ever allow these memories to fade? 
Never in a thousand lifetimes 
could | have imagined DOOM would 
return to a Nintendo platform — 
Bethesda must have exceptional 
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DOOM Out of nowhere! 


faith in the Switch to want to share 
this recent franchise revival. Just as 
in 1993, you control a nameless 
space marine on a mission of 
revenge against the hordes of the 
underworld — any supplementary 
narrative is of little concern to our 
bloodthirsty hero. It's action at its 
most primal, a big raspberry blown 
at the myriad corridor shooters on 
the market. 

Panic Button, the studio in 
charge of bringing Rocket League 
to Switch, has also been tasked 
with porting id Software's award- 
winning title to Nintendo's hybrid 
slate. Sure, some concessions had 
to be made in the transfer — the 
game will run at 720p and 30 
frames per second in both docked 
and undocked modes, multiplayer 
is a separate 9GB download for 
those who purchase a retail copy 
and the SnapMap level-creation 
tool has been excised entirely from 
this build. 

But if none of that bothers you 
— it certainly doesn't ruffle my 
feathers — then you should be able 
to "rip and tear" to your heart's 
content when DOOM comes calling 
on November 10! - TONY 
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WOLFENSTEIN II: 
THE NEW COLOSSUS 


Are third parties coming back at last? 


DOOM COMING BACK to 
Nintendo’s hardware after so many 
years away is a huge deal already, 
but even more impactful is the fact 
that Bethesda has also confirmed 
that a Switch version of the all-new 
Wolfenstein 11: The New Colossus is 
in the works as well. It’s bigger 
because, as of this writing, this 
Wolfenstein sequel hasn’t even 
launched on other platforms yet — 
it’s scheduled to debut on PC, PS4 
and Xbox One on October 27, the 
same day as Super Mario Odyssey. 
It won't hit Switch until next year, 
but compared to DOOM being a 


port of a game that's already a year 


and a half old elsewhere, this is a 
big step in the direction of same- 
day Switch availability for a major 
AAA third-party release! 

Like DOOM, the Wolfenstein 
series has a history that reaches 
back several decades. Even longer 
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in this case, actually, as the very 
first Wolfenstein title debuted only 
a few weeks after Mario himself 
made his first appearance in 1981's 
arcade Donkey Kong! The series 
adopted the first-person shooter 
genre with Wolfenstein 3D in 1992, 
and each subsequent installment 
has chronicled the adventures of 
William Joseph (a.k.a. "B.J.") 
Blazkowicz, an American soldier 
fixated on gunning down Nazis. 
Wolfenstein 11: The New Colossus 
catches up with B.J. in an alternate- 
reality version of 1961 America in 
which the Nazis won World War II 
and have occupied the U.S., forcing 
their culture on the American 
people. B.J. isn't standing for that, 
though, and sets about kickstarting 
a new American revolution to kick 
the Nazis back across the Atlantic. 
Like DOOM, this game's got a 
hard "M for Mature" rating, so 
prepare for graphic carnage if you 
decide to play it, and exercise 
restraint in letting younger eyes 
observe the mayhem! — LUCAS 
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RESIDENT EVIL 
REVELATIONS COLLECTION 


Capcom offers up another pair of encores. 


DEPENDING ON WHO you talk 
to, the Resident Evil Revelations 
Collection is either a blessing or a 
curse. For me, the truth is some- 
where in the middle, erring on the 
side of the former. 

This long-awaited collection 
bundles both Resident Evil 
Revelations and Revelations 2 into 
the same box, but both games 
aren't created equal. The first, 
while admirable in its attempt to 
re-create RE's original horror feel 
on a giant boat, falls short in many 
regards. The second, however, is 
one of the best games in the entire 
series. Both are worth playing 
though, and sport an additional 
Raid Mode, the spiritual successor 
to the original Mercenaries game- 
type that was born in the original 
trilogy. It's a long overdue Nintendo 
platform port, and a remaster of 
sorts that's also being released on 
PS4 and Xbox One, but hey, it's nice 
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to see Switch support from Capcom 
beyond just Ultra Street Fighter II. 

To make up for the fact that it's 
available elsewhere, the Switch will 
be getting a few exclusive features. 
There's IR control (remember how 
World of Goo introduced that a few 
months ago?) and mystery amiibo 
support, as well as the natural 
ability to take the game on the go 
via Handheld Mode. | know what 
you're thinking: "Oh no, IR!" Well, if 
you somehow forgot how well it 
worked with Resident Evil 4, you'll 
be delighted to know that it's com- 
pletely optional in this collection. 

The Revelations Collection is 
worth getting for Revelations 2 
alone. It has one of the best (if not 
the best) incarnations of 
Mercenaries to date with its Raid 
Mode, and Capcom just goes all-out 
with the absurdity of the story and 
the expanded co-op feature from 
RE5 and 6. The jury's still out on IR, 
but ЇЇ be fine with a Pro Controller 
when playing through Revelations 2 
for the third time! — CHRIS 


PREVIEWS 


RIME 
... took extra time. 


THE SWITCH, LIKE the Wii U, has 
started off with a flourishing indie 
scene. Nearly every developer (and 
their grandmother) wants a piece 
of the system, and now one of the 
most infamous phrases in all of 
gaming is "Switch port when?" 
Studios have started to take notice 
and are just now announcing 
Switch versions of their games 
upfront, alongside the news that 
several publishers have sold more 
units on Switch than "all other plat- 
forms combined." It's a bright day 
indeed for Switch indies, but 
Tequila Works was right at the fore- 
front with RIME, which was 
announced for the Switch way back 
at the beginning of 2017. 

So what's been the holdup? Well, 
despite the fact that it was origi- 
nally supposed to launch with 
every other version, Cody Bradley, 
producer for the game, explains 
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that Switch development started 
later than the others. According to 
him, the team made "educated 
guesses" on how the hardware 
worked, which ended up working 
out in some cases, and not so well 
in others. More bug testing was 
needed, and here we are. 

As for the game itself, RIME was 
released this past May on PC, PS4 
and Xbox One, and critics and fans 
alike (myself included) have 
already taken a liking to it. Think of 
it as a more interactive Journey, or 
if you’re a Nintendo-only owner 
and haven't played that Sony exclu- 
sive yet, a whimsical adventure. 
You can die and there are puzzles 
you need to solve, but you're typi- 
cally right back on your feet in 
seconds, ready to tackle the chal- 
lenges at hand all over again. 

The driving force that's getting 
you to actually want to clear all 
these tasks? Stellar visuals and a 
beautiful soundtrack to name a 
few, with memorable characters 
and creatures to boot. The story 
will also draw you in — and stick in 
your mind long after you've 
finished watching the credits roll. 

RiME will (finally) be released on 
Switch in November. If you've been 
waiting all this time for it, | don't 
think you're going to be disap- 
pointed! — CHRIS 
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TRAVIS STRIKES AGAIN: 
NO MOREH 


Captain Indie. 


EXCITEMENT! CONFUSION! 
LOUD NOISES! It wouldn't be punk 
rock without them, and no one in the 
world of gaming is more punk than 
Suda51. The debut trailer for Travis 
Strikes Again: No More Heroes at PAX 
West 2017 is living proof of that. It's 
noisy, nonsensical and gnarly in ways 
that enthralled some but bewildered 
others. 

Now that the dust has settled, 
here's what's we know for sure about 
Travis Touchdown's next adventure. 
First off, it isn’t No More Heroes 3. It's 
a smaller package, inspired by Suda's 
ove of the movie eXistenz, and it's 
been in development for about eight 
months by a team of around 15 
people. The game picks up seven years 
after the events of No More Heroes 2, 
with Travis at home in his trailer, 
happily playing Hotline Miami on a for- 
bidden game console called the Death 
Drive MK-II. Created by the mysterious 
Dr. Juvenile, the system was banned 
from stores because playing it can 
actually kill people. But that doesn't 
stop Travis! He's heard an urban 
legend that if you play through 
enough of its games, the console will 
give you six golden balls that summon 
a magic tiger who can grant you a 
wish in real life. That's not a rumor 
that most would fall for, but then 
again, most of us aren't Travis. The 
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line between reality and video games 
has always been paper-thin for him, 
which is a part of why he's become 
such an icon in the industry! He's both 
a parody of, and a tribute to, so many 
of the things that define gaming 
culture today — warts and all. 

This late-night gaming binge is 
interrupted by Badman, a Houston 
Astros baseball player turned hired 
killer and the father of Badgirl, one of 
the toughest bosses from the first No 
More Heroes. Not surprisingly, he 
wants revenge for what Travis did to 
his daughter, and in the midst of their 
bat vs. beam katana battle, he and 


" 
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and Travis are both sucked into the 
Death Drive MK-II itself. From there 
the battle rages on through six games 
within the console in a "winner take 
(b)all(s)" extravaganza of violence. 

At first it sounded like these six 
games would be crossovers with 
various indie titles, but Suda clarified 
that this isn't the case. Travis Strikes 
Again is a 3D sword-action adventure 
like No More Heroes 1 and 2, though 
each stage will be dressed up to 
resemble a game of another genre. 
Speaking of dressing up, it was also 
announced that Travis can wear some 
indie game apparel this time around. 


So far, T-shirts based on Hotline Miami 
and Shovel Knight have been con- 
firmed, while 2064: Read Only 
Memories (a cyberpunk adventure 
coming soon to Switch) and The Good 
Life (a new cat-loving game by 
Suda5I's tag-team wrestling partner 
Swery65) are both rumored. 

What's more, BOneface, the creator 
of Hotline Miami's stylish Japanese 
box art, co-designed all of the game's 
bosses. We guessed in NF 426 that 
Travis Strikes Again would feature a 
Hotline Miami connection, but this 
level of collaboration surprised even 
us! The confirmation of single Joy-Con 
play was another surprise, which came 
alongside a tease for some form of 
co-op. While there are still plenty of 
questions left unanswered, these 
reveals are more than enough to get 
hardcore No More Heroes fans buzzing 
with anticipation! Let's shake on your 
promise to release the game in 2018, 
OK Suda? — JONATHAN 


SONIC FORCES 


The Ultimate Lifeform returns! 


BY THE TIME you're probably 
reading this, the release of Sonic 
Forces will be mere weeks or even 
just days away, and SEGA continues 
to keep its cards close to its chest, 
releasing news at a drip-feed pace. 

Since learning that players will 
be able to personally join Forces 
with Sonics new (literally, in the 
case of the recently-announced tag 
stages) and old to face a heavy- 
hitting lineup of baddies on the 
side of Team Eggman, Sonic Mania 
has been released and, without 
saying too much, seems to have 
established something of a tie to 
Sonic Team's latest. 

But the biggest news to come 
since arguably has less to do with 
the game itself and more to do with 
stuff surrounding it. In particular, 
those who pre-order the physical 
version of Sonic Forces will be 
treated to a special controller skin 
featuring Modern Sonic and Infinite 
against a war-torn background that 
spans both Joy-Cons and the center 
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of the Joy-Con Grip. What’s more, 
you'll also get exclusive gear with 
which you can customize your 
Avatar to look like characters from 
other SEGA and Atlus properties, 
including Jet Set Radio, Puyo Puyo, 
Super Monkey Ball and NiGHTS. 

Bigger than that, however, is 
that for the first time in a 3D Sonic 
game since 2009's Sonic and the 
Black Knight for Wii (an outlier fol- 
lowing the infamous 2006 Sonic 
the Hedgehog), players can once 
again play as a character from the 
staple cast that isn't Sonic. 
"Episode Shadow" will launch 
alongside the game on November 7 
as a free download, containing 
three stages that explore Shadow's 
allegiance (as we were wondering 
why he would side with Eggman), 
the origin of Infinite and the fate of 
Shadow's allies in Team Dark. 
What's more, the DLC also allows 
you to use Shadow in more than 10 
of the Modern Sonic stages. 

Not enough Ultimate Lifeform 
for you? A Shadow costume will 
also be available for your Avatar 
with certain pre-orders! — DAVID 


PREVIEWS 


ROCKET LEAGUE 


This megahit's blazing onto the Switch with style! 


| PLAY A lot of Rocket League. It 
may be the best pick-up-and-play 
title in existence today! (If you're 
unfamiliar, it's basically just cars 
playing super-speedy soccer. But 
it's fast, addictive fun!) 

| was excited to hear about it 
coming to Switch, because it really 
just needs to be on everything and 
the car customization ideas could 
be truly fun. Psyonix did not disap- 
point with their deal with Nintendo, 
bringing Mario, Luigi and Samus" 
Gunship vehicles to the party, along 
with what I'm sure are a plethora of 
Nintendo-themed accoutrements 
for regular vehicles. The Bros' cars 
come with a Super Star boost trail, 
while Samus has the Wave Beam to 
show off. These cars will need to be 
unlocked during play, and Mario 
can only play for the Orange Team, 
and Luigi only for the Blue Team. 

The other big announcement 
that was made along with the 
reveal during the recent Direct was 
the fact that Switch owners will 
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be able to cross-play with PC and 
Xbox One users. Why no PS4? Sony 
cited having to "be mindful of our 
responsibility to our install base," 
saying that they did not want to 
expose younger players to some- 
thing they could not control. Isn’t 
that usually Nintendo's line? 

Regardless, the experience will 
be better on Switch, and taking 
Rocket League and all its modes 
anywhere will be epic. The group 
responsible for porting DOOM to 
Switch, Panic Button, is also 
handling this port, and that should 
be a lot easier than DOOM on the 
graphics front — but Rocket League 
also requires smooth online play, 
which is still relatively new to 
Switch. The last thing Nintendo 
needs is to be the weak link in 
cross-play! 

Up to eight players can play, 
which means that multiple systems 
can be hooked up for some 4-on-4 
LAN play. When docked, four 
players will enjoy 60fps action, but 
undocked only two can play — yet 
still maintain the 60fps at 720p 
resolution. At least, that’s what 
they're aiming for! — BRETT 
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ARIO PARTY: 
THE TOP 100 


All the greatest minigames, all together. 


BUMPER BALLS IS back. 

As is Slot Car Derby. And Eatsa 
Pizza. And Shy Guy Says! AII the old 
classic minigames from Mario 
Party's past have been revived and 
reinvigorated for this all-new all- 
star collection, Mario Party: The 
Top 100. 

Well, OK — not all of the old 
classics. Rather, this game curates 
a selection of 10 different mini- 
games from each of the 10 main 
console Mario Party sequels, giving 
equal representation to every 
installment and cleanly arriving at 
that total of 100. Whether or not 
the 100 chosen games are truly the 
"top" picks will surely be debated 
in the aftermath of the game's 
November launch, but so far the 
only omission that gives me pause 
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is Mario Party 1 & 2's Grab Bag. 
(And it very well could be included, 
but just not revealed yet.) 

The immediate debate sur- 
rounding this sensible approach to 
honoring the Party series' history is 
its seemingly insensible platform 
placement. Why is this a 3DS 
game? I'm a fan of Mario Party: 
Star Rush, the series' most recent 
3DS installment. But that game was 
designed specifically for the 
portable platform, whereas all 100 
of these returning minigames were 
originally intended to be enjoyed 
by four players gathered around a 
TV screen. It seems like a wildly 
missed opportunity for this idea to 
have not been made a Switch title 
instead! A best-of Mario Party, Joy- 
Cons in hand, four friends all 
playing together? What could have 
been. 

No final judgment yet, though. 
That'll come next time! - LUCAS 
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POKEMON 


ULTRA SUN & ULTRA MOON 


An unexpected break from series tradition! 


AFTER MONTHS OF out-of- 
character silence, The Pokemon 
Company has finally been letting 
loose with fresh information on the 
upcoming Pokémon Ultra Sun & 
Ultra Moon recently. And it seems 
they had been holding back a few 
surprises! 

Most intriguing to longtime fans 
of the Pocket Monsters is the fact 
that this pair of games seems to be 
breaking a long-running tradition 
of the series by actually introduc- 
ing some new 'mons! For years, 
mid-Gen games have only ever 
remixed the roster of existing crea- 
tures, or perhaps introduced a new 
transformation for a known 'mon. 
This time, though, we're getting, at 
the very least, new Ultra Beasts! 

Pictured above is UB Burst, a 
clown-like Fire/Ghost-type found 
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only in Ultra Sun. Ultra Moon’s new 
exclusive Beast is below: the Rock/ 
Steel-type, UB Assembly. Where 
and how you'll encounter either is 
still unknown, but running into any 
of the Ultra Beasts won't be the 
same as it was last year: Ultra Sun 
& Ultra Moon are remixing the 2016 
games’ storylines much more 
severely than | expected, complete 
with taking your Trainer deeper 
into the mysterious Ultra Space. 

Meanwhile, the altered versions 
of Solgaleo and Lunala we've seen 
before apparently are instead 
being counted as two new forms of 
Necrozma, created after the jet 
black Prism Pokémon captured the 
two of them. (Mario's not the only 
one possessing bodies this Fall, it 
seems.) Will we have to work to 
free the Sun & Moon box Legends 
from this sinister influence? 

My hype for the return to Alola 
has finally picked up speed. Let's 
hope for more surprises! — LUCAS 
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KIRBY STAR ALLIES 


Make plans to play with three friends now. 


KIRBY BATTLE ROYALE 
The ultimate clash of Copy Abilities! 


FINALLY - MONTHS AFTER 
Nintendo first casually confirmed 
the existence of a new multiplayer 
Kirby game for 3DS — we now know 
that Kirby Battle Royale is that very 
game. But this 25th anniversary 
release appears to be more than 
just a simple multiplayer action 
game! Battle Royale is a brawler 
that will feature a single-player 
campaign as well as local and 
online co-op and competitive multi- 
player modes. 

Players can play as different 
colored Kirbys in the modes, with a 
veritable rainbow of Kirbys being 
shown off in the reveal trailer. A 
variety of classic Copy Abilities 
were highlighted as well, including 
Bomb, Cutter, Fighter, Whip and 
Sword. Other familiar friends and 
foes will also appear in the game, 
like Waddle Dee and King Dedede. 
The gameplay is in a primarily 
top-down style with full 3D 
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graphics. In а way, it's a new style 
for Kirby — even if it seems a little 
unorthodox for the pink puff. 

A total of 10 different battle 
modes should keep things varied, 
complete with different objectives. 
Some seem to be the typical last 
one standing fare, like Battle Arena 
mode, but others have players 
fighting against bosses together or 
trying to collect more items than 
the others. Ore Express seems par- 
ticularly interesting, as players try 
to collect more ore and go faster. 
The one constant is that every 
mode takes place in a smaller, 
focused arena. Battle Royale does 
not appear to have traditional 
Kirby levels, though we don't know 
much about the single-player 
campaign other than the fact that 
Dedede is running a tournament. 

We'll have a better handle on 
this game next time, as it's set for 
November 3 in Europe — over two 
months before its date for the 
States. He might be arriving late 
for his 25th birthday, but Kirby's 
still celebrating in style! - NEAL 


FIRST REVEALED BACK at E3 
2017, the first Kirby game to hit the 
Switch now has a name and a 
narrowed-down release timing of 
Spring 2018. The newly christened 
Kirby Star Allies is a traditional 2D 
Kirby platformer, seemingly in the 
same style as his most recent line 
of "core" Kirby games, which kicked 
off Kirby's Return to Dream Land 
on Wii and continued onto 3DS. As 
per usual, Kirby can inhale and 
copy enemy abilities and float his 
way to victory. 

Setting Star Allies apart are 
some returning twists from older 
games. Kirby can create Helpers 
from Copy Abilities that can 
become either player- or computer- 
controlled assistants, similar to 
how it worked in Kirby Super Star. 
Additionally, the ability to mix Copy 
Abilities returns after the mechanic 
fell away after Kirby 64 and Kirby: 
Squeak Squad. Both the Ability Mix 
and Helpers ideas can be combined 
as well, it seems. 
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Kirby can also team up with his 
Helpers to do special attacks, such 
as joining up in a circular formation 
and rolling through obstacles and 
enemies. The neatest thing about 
the Helpers is that they're paving 
the way for the return of some 
long-dormant Kirby co-stars, such 
as Nago, Pitch and ChuChu — three 
assistant characters who haven't 
appeared in more than cameo form 
since Kirby's Dream Land 3 on the 
Super Nintendo. 

The footage shown in the most 
recent Nintendo Direct also showed 
a few bosses — most importantly 
an absurdly muscular King Dedede. 
Equipped with giant Machamp-like 
arms and rippling abs, this swole 
penguin swings from poles. It's 
likely this form of Dedede is 
encountered in an early boss 
battle, so who knows what other 
crazy twists might lie waiting in the 
later portions of Star Allies? 

The other boss shown was 
Whispy Woods, which basically just 
confirms that, yes, this is a Kirby 
video game. The tree boss is back. 
That isn't a surprise. — NEAL 
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Here there be dragons. 


AS THIS ISSUE heads out our door, 
it's been almost exactly one year since 
Nintendo published the slick music 
video that introduced the Switch to 
the world. A critical component of that 
three-minute presentation (before the 
appearance of Karen) was footage of 
Bethesda's The Elder Scrolls V: Skyrim 
running on the system and helping to 
demonstrate the hardware's dual 
nature — the player started out taking 
his warrior through this fantasy world 
while riding on an airplane himself, 
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played а bit more on the taxi ride 
home from the airport and then 
docked his Switch and picked up his 
Pro Controller as soon as he got back 
to his living room. Now, one year later, 
that flexibility seems like it will be key 
in encouraging existing fans to double- 
dip on Switch — Skyrim's been made 
available on lots of different platforms 
since it first launched at the end of 
2011, but it's never been portable like 
this before. 

Of course, then there are those like 
me who've never played any of the 
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THE ELDER SCROLLS V: 


SKYRIM 


previous versions on any other system 
and are looking forward to diving in 
for the very first time! My personal 
history with the Elder Scrolls series 
begins and ends with the 20 or so 
hours I put into Morrowind (a.k.a. The 
Elder Scrolls 111) several years ago, and 
for six years now I’ve been hearing so 
many people hype up this fifth install- 
ment that | can't help but be excited 
that ІЛІ finally have a chance to see 
what the fuss is all about for myself. 

If you're similarly unfamiliar, a 
beginner's overview: Skyrim is a huge, 
open-world RPG that invites hours 
upon hours of exploration. You create 
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THE ZELDA CONNECTION 


Bethesda seems unafraid of any potential comparison between their 
Switch release of Skyrim and The Legend of Zelda: Breath of the Wild, 
as they've worked with Nintendo to directly link the two titles! By 
tapping amiibo figures from the Legend of Zelda series into the game, 
you'll instantly summon Zelda-themed weapons and armor like the 
Master Sword, Link's Champion's Tunic and the Hylian Shield. (Link's 
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a character as in other RPGs, but 
spend little time deciding their skills 
or stats up front — rather, you simply 
pick a race (human, elf, orc, etc.) and 
then naturally evolve your hero over 
time as you explore and try your hand 
at different possible pursuits. Maybe 
you'll become a melee-focused 
fighter? Perhaps a spell-weaving 
wizard? Maybe a thief who skulks 
through the shadows and shoots 
arrows into the knees of innocents? 
(Well, | suppose you wouldn't be much 
of a "hero" if you went that route.) 

The overarching story holding your 
adventure together finds that dragons 
have unexpectedly returned to the 
land of Skyrim, and no one seems to 
know why they've chosen this moment 
to come back after being away for so 
long. You'll have to track them down, 
fight and destroy them to absorb their 
power and fuel your character's con- 
tinued growth, gaining access to 
unique abilities called "shouts" as you 
do so. (If you've heard a Skyrim fan 
scream "FUS-RO-DAH!" in the last six 
years, well, it's the shouts they're 
loudly referencing.) 

The big question mark looming 
over the release of Skyrim on the 
Switch here at the end of 2017 is how 
fans will react to it in the wake of 
playing Breath of the Wild. Skyrim was 
trailblazing in 2011, but Link blazed 
much of that same trail even further 
earlier this year, so it might feel like a 
step back to be without things like 
free climbing and the paraglider. We'll 
see how it all plays out soon enough, 
and review it next time! — LUCAS 


looking a little rougher than normal just above, don't you think?) AII 
other amiibo will also work with the game too, though they'll simply 
summon random treasure chests of non-Zelda loot. 
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How do you follow a masterpiece? In the early 905, Alexey Pajitnov, the creator of the global phenomenon Tetris, attempted 
to answer that question. Naturally, you'd assume a Tetris 2 must have been the reasonable next step. But no! Though a game 
called Tetris 2 did arrive later on, Alexey's immediate follow-up was the glorious oddity you see just above: Hatris. In it, pairs 
of hats descend from the top of the screen and come to rest on six different heads below. Stacking five of the same type made 
a sale, and cash came rolling into your hat shop. The weirdest part of the whole package, though, was that Alexey inserted 
himself into the action! That's him in the top left corner, and the game's co-creator Vladimir Pokhilko at the bottom. (The 
two served as helpers you could call in to clear away hats or swap stacks when things got too chaotic.) Was Hatris a success? 
Well, no. Not at all. But then it's usually a sign that an author's in trouble when he writes himself into his own work! — LUCAS 


HATRIS 
NES, 1992 


ODYSSEYS 


Our hero's mixing up his wardrobe in Super Mario Odyssey, in part by pulling great past outfits out of his closet! 


BEYOND THE PROLIFERATION of power-ups 
we've already profiled on the pages you've already 
flipped past, Mario's claim to the title of the Man of 
Many Hats continues with the more common clothes 
in his closet. While it's true that his standard attire 
has always been his red hat, a pair of overalls, a long- 
sleeved shirt, two white gloves and some Goomba- 
crushing work boots, Nintendo's frequently altered 
his outfits in order to draw extra attention to some 
unique aspect of whichever game he's currently 
trying to sell gamers on buying. 


He began swapping out for different duds almost 
immediately after the first game to carry his name hit 
arcades: Mario Bros. arrived in July 1983 and set his 
standard look while also introducing Luigi for the first 
time, but by November of that same year his first 
spin-off, Mario's Bombs Away, suited him up to look 
like a World War II-era soldier instead of a handyman 
plumber. After that he dressed like a race car driver, 
strapped on a fighter pilot's helmet and even donned 
the American flag in the form of a golfing outfit — and 
all that before even moving beyond 8-bit hardware! 


Looking back across Mario's now 36-year career is 
delightful for those of us who've been around to bear 
witness to all of it as it's happened, and now Super 
Mario Odyssey is fully embracing that heartwarming 
nostalgia by bringing back dozens of Mario's alter- 
nate outfits — and making them fully playable, too! 
While we'll let most of his throwback looks stay a 
surprise for you to discover in the game yourself, we 
couldn't help but present just this small selection as a 
hint of what's to come. How will you decide to dress 
up Mario for your own Odyssey? — LUCAS 


CLASSIC '80$ MARIO 


First up, let's kick it back to the old school! Younger gamers 
might not know this, but the colors on Mario's shirt and 
overalls used to be inverted from what's now considered 
normal — meaning his shirt was blue and his overalls were 
red, rather than the shirt being red and the overalls being 
blue! It makes more sense the way it is now (what with 
denim normally being blue and all), but the Nintendo kids 
of the '80s grew up with images like the one you see on the 
right: a red pants plumber leaping into action! 


SOMBRERO MARIO 


Mario's first trip around the Earth took place in an unex- 
pected game: the 1990 Game Boy version of Qix, a quirky 
line-drawing puzzle game. For whatever reason, Nintendo 
supplemented that totally unrelated puzzler design with 


cutscene moments starring Mario dressed up in outfits 
inspired by nations around the globe. Some here in 2017 
have decried Mario's cultural appropriation, but the 
Nintendo of 1990 must not have cared — and Odyssey 
brings back his sombrero, poncho and guitar! 


DOCTOR MARIO 


One of my personal favorite games, as longtime NF readers 
already know, is Dr. Mario. My tradition of playing it head- 
to-head against my Dad has continued for years, and it 
makes me crazily excited every time Nintendo revives the 
series or lets the good doctor appear in a cameo role — as 
he's now doing in Super Mario Odyssey! This is a good 
opportunity to mention that several of Mario's outfits can 
be unlocked by tapping amiibo figures. Do you happen to 
have a Dr. Mario Smash Bros. amiibo handy? 


CHEF MARIO 


Though he's constantly running, jumping and otherwise 
getting lots of exercise, Mario somehow still has a little bit 
of a round belly going on. What's the deal? Well, it could be 

his secret love of sweets and treats! In the 1993 puzzle 
game Yoshi's Cookie, Mario suited up as a chef and manned 
a pair of control levers used to keep a cookie-constructing 
pair of conveyor belts operating as efficiently as possible. 
His white kitchen wear and red scarf return in Odyssey for 

his adventures in the food-themed Luncheon Kingdom! 


EXPLORER MARIO 


There's probably no other piece of headgear so readily 
associated with trekking out to explore the unknown than a 
classic pith helmet, and Mario has Cappy hop into one 
quickly in Super Mario Odyssey — he must have had it at 
the ready, since he first wore it when he hosted Mario's 
Picross back in 1995! In that game Mario was more of an 
archaeologist, chiseling out hidden images in stone tablets. 
He'll be a little more active in Odyssey, of course! (And I bet 
Captain Toad's jealous of that sweet knapsack.) 


PAINTER MARIO 


OK, so most of these aren't too surprising, right? | mean, 
Dr. Mario has a whole game series; the Chef and Explorer 
looks were right on the gameplay screens of the puzzlers 
just mentioned. So how about Mario dressed like he just 
stepped out of an all-nighter spent torturing himself in an 
art studio over the composition of his latest painting? Yes, 
Mario's worn a Parisian beret before, back in the promo art 
for the Japan-only Mario Artist games. Vive la France! 
(Though actual Frenchmen apparently don't wear berets.) 


COWBOY MARIO 


Finally, though there were many more to choose from to 
highlight here, my childhood demanded | select Cowboy 
Mario to close out this brief glimpse into Mario's closet. The 
most prominent past appearance of Mario dressed head to 
toe like the hero of a Spaghetti Western is Mario Party 2, 
which even featured him on the box art in this outfit. But 
Cowboy Mario first appeared years earlier, in the late '80s 
and early '90s, on promo materials not connected to any 
one game, like sticker sheets and homework folders! 


CHARACTER PROFILE 


What's this? A Character Profile for a simple article of clothing? 
It’s true, considering Mario's classic red cap to be its own character 
might have been a stretch just a few months ago. But now that it's 
been possessed by Cappy, it's been given an all-new life of its own! 


TO 


While searching for the 
Power Starsyyousfound a 
red cap. Put it on and, 
voila! You suddenly Look 
Just like Mario! 
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Mario's hat might very well be the source of his Mario's hat became even more important in the 
strength. The first point of evidence exists in Super DS remake of Super Mario 64, as in it your first 
Mario 64, in which a few enemies (like Klepto the playable character wasn't Mario, but Yoshi! If 
Vulture, seen here) are able to deprive our hero of Yoshi found and snagged the famous hat off a 
his headgear. Then, while hatless, Mario takes more foe, though, he'd temporarily transform into the 

damage from foes than before! mustached man himself, gaining his abilities. 


FIRST APPEARANCE 


DONKEY KONG (1981) 
The hat was created out of necessity. In Super Mario 64's DS remake, Mario's hat has become so iconic over After decades of most frequently 
Low-res graphics tech couldn't give though, helpful Toads returned it any the years, it's crazy! It even helped doing nothing but sitting on Mario's 
Mario hair, so he got his red cap! time it happened to get misplaced. Nintendo break into mobile gaming. head, his classic cap is now leaping 


into action like never before. Could 
this year mark the beginning of a 
true solo career for a headpiece? 


Of course, this reinvigoration is all 
thanks to the new presence of Cappy, 


The hat become an integral part of After Mario teamed up with a Luma Then, the following year, the loss of the ghost-like character who's leapt 
Mario's character, sticking with him who lived under the lid, the larcenous his hat happened any time Mario got into Mario's hat to give it life. 
until he lost it in Super Mario 64! little star simply stole it for himself! powered-down to Small status. Perhaps he'll become a star himself! 


Now, Super Mario Odyssey has arrived and embellished Mario's 
traditional 3D adventure skillset with an all-new suite of hat 
tricks. He can toss his hat as a projectile weapon, knocking out 
foes. He can toss it and make it hover in place, serving as a 
temporary platform. And, most importantly, he can toss it on 
enemies and objects to "capture" them, taking on their form! 


BY LUCAS M. THOMAS 


NEWLY 
REINFORCED, 
TO SERVE AS 
A SPRINGBOARD ALL-SEEING EYES 
FOR ONE PORTLY 
PLUMBER 


BRIMMING WITH 
POSSIBILITIES 


ANOTHER 
TALKATIVE 
TOPPER 


Mario isn’t the first Nintendo 
hero to have his iconic cap 
inspirited by a tag-along helper 
character, as that honor goes to 
the Link who starred in 2005’s 
The Legend of Zelda: The Minish 
Cap. In it, the classic green 
windsock Link always wore (pre- 
Breath of the Wild) was actually 
a bird-looking character named 
Ezlo! Watch out, he pecks! 


AN ICONIC IMAGE zy qp — 


The red cap with an "M" has become so synonmous 
with Nintendo, it's often used in official logos! 


My Nintendo. 


RETRO 


WARP ZONE 


What Nintendo Power was writing about way back when. 


1992 WENT OUT not with a whimper, but a bang, 
as the Death Star exploded behind Darth Vader on 
the cover of Issue #42, signifying the arrival of 
Super Star Wars on the Super NES. Some Super 
Shooters covered included Super Faceball 2000, 
Space Megaforce, Axelay and a renewed attempt to 
get Western gamers into the RPG genre with Final 
Fantasy: Mystic Quest. A downgraded Joe & Mac hit 
the NES alongside Crash 'n' the Boys: Street 
Challenge and a retro guide to the original Mega 
Man. On Game Boy, The Flintstones were joined by 
WWF Superstars 2, Track & Field and a four-page 
preview of Super Mario Land 2: 6 Golden Coins! 

In the comics, things began to wind down for 
Super Mario Adventures (see sidebar) and The 
Legend of Zelda: A Link to the Past, with Zelda 
finally rescued and the final siege on Ganon's 
palace underway. Elsewhere, Nester met a new 
friend who was Out of This World. 

Mario dominated the NES and Game Boy Top 
205, but had to settle for 3rd as Street Fighter II set 
fire to the Super NES chart. Power Players could 
test their Nintendo knowledge in a series of 
matching and word games, while this issue's 
Player's Poll winner would get to go to Hawaii for 
the NFL Pro Bowl. 

Wrapping things up for the issue in Pak Watch 
was a glimpse into the future of Nintendo (and 
unwittingly, its eventual competition) with the 
Super FX Chip and the 32-bit Super NES CD-ROM 
add-on. Other peeks included Bubsy the Bobcat, 


Magical Quest Starring Mickey Mouse, Mega Man 5 
and this issue's poster and next issue's lead game, 
Batman Returns for the NES and Super NES. 

While the Dark Knight only appeared on the NES 
or Issue #43, he was joined there by James Bond 
r., Caesars Palace and Tecmo NBA Basketball. 
Game Boy saw full coverage of Super Mario Land 2, 
as well as Bonk's Adventure and Looney Tunes, two 
members of which took the cover in Road Runner's 
Death Valley Rally on the Super NES. The rest of the 
Super NES section was Desert Strike: Return to the 
Gulf, Spider-Man and the X-Men in Arcade's 
Revenge, Push-Over and a Super Scope Roundup 
with Battle Clash, Bazooka Blitzkrieg and X-Zone. 
Poster aficionados were treated this issue to The 
Lost Vikings, NCAA March Madness took over 
Player's Poll, Nester found a new use for C-3PO and 
the &1 Top 20 spots mirrored the previous issue, 
with Super Mario World bumped from 3rd by 
Teenage Mutant Ninja Turtles IV: Turtles in Time. 
Celebrity Profile also returned as Coach's Craig T. 
Nelson talked about dream games and his love of 
F-Zero. 

Pak Watch wrapped the issue up with NHLPA 
Hockey '93, John Madden Football '93, Sonic Blast 
Man, SimEarth, The Jetsons: Cogswell's Caper, 
Yoshi's Cookie and Ren & Stimpy, plus a peek at the 
Super Advantage joystick controller for the Super 
NES from ASCII. 

And so it was that Nintendo Power's 1992 came 
to an end. On to 1993 next time! — DAVID 


I THEE WED 


A major theme of Super Mario 
Odyssey is Bowser's plan to 
marry Princess Peach, but this 
isn't the first time the two have 
been poised to be wed! In 
addition to Super Paper Mario 
(which apparently doesn't count 
any more; thank you, Paper 
Jam) and The Super Mario Bros. 
Super Show! episode "Do You 
Princess Toadstool Take This 
Koopa... ?", perhaps the most 
well-known prior attempt 
occurred when the Super Mario 
Adventures comic reached its 
climax, as Peach was put into a 
hypnotic trance, leaving her to 
be rescued by Mario and 
friends. Obviously, no Bowser/ 
Peach wedding has ever been 
successful (and probably never 
will be). But earlier in the 
comic, Peach dreamed of a 
wedding to none other than 
Mario himself — and we can 
only hope that the apparent 
ex-plumber's appearance in his 
own stylish white duds in Super 
Mario Odyssey are a hint this 
will actually happen. Maybe 
Bowser would at least then 
respect their matrimony 
enough to stop kidnapping her, 
50 she can be playable again in 
a future game? 
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NF: Now that Mario + Rabbids 
Kingdom Battle has been released 
around the world, are you pleased 
with the reactions of fans and the 
reviews from critics? 

I couldn't be happier! I think 
it's a great reward for the team. The 
positive energy and passion that the 
team put into this project has created 
another stream of energy from the 
players, back to the team. This is 
really empowering and rewarding; it's 
hard to understand how powerful it 
can be to have such support from 
players, and how beneficial it can be 
for the team to feel proud thanks to 
that. When this is happening, usually a 
team cannot wait to work even harder 
to surprise players once again... 


You must have gone on an emotional 
rollercoaster ride through the game's 
reveal at E3 and then its release, 
especially since its existence was 
leaked several months before its 
intended debut. Since the game's 
now on sale, do you think the leak 
ultimately harmed or helped its 
success? 

Leaks are never positive, 
and hurt of course the whole produc- 
tion team. But at the same time, we 
were so ready to reveal everything at 
E3 in playable form that the leak didn't 
mean much after a while. What 
happened during the conference and 
after with the demos at the booth 
clearly overshadowed everything, and 
we couldn't be happier. We knew we 
had something special and surprising 
to showcase, and knowing that players 
would give their feedback for the first 
time, after more than three years pre- 
paring this game, was just an amazing 
feeling we will never forget. 


Mario has starred in many different 
kinds of games over the years, from 
platformers to kart racers to sports 
sims and even RPGs. He's never 
before headlined a turn-based 
strategy game, though! What was it 
like to be in charge of introducing 
such an iconic character into a whole 
new kind of gameplay? 

Very exciting to be able to 
bet on this genre we love, and at the 
same time scary. How would Mario 
and Rabbids fans react? What would 
be the balance between accessibility 
and depth? What is the right balance 
between the Rabbids and Mario? What 
kind of humor should we go for? Will 
the contrast between the two uni- 
verses and heroes actually work? So 
many questions at first . . . but soon 
we switched mindset and just decided 
to focus on creating the best package 


i Kino, seal 


we could. 

Of course, we inspired ourselves 
with games we truly love, and not just 
tactical ones. But we also wanted to 
propose something unique, fresh and 
different. When we thought early in 
production about the fact that maybe 
players will discover tactical games 
thanks to us . . . well, it truly became 
inspiring and helped us go through all 


the different highs and lows of produc- 


tion. 


For me, the most striking aspect of 
the game's combat system is the 
characters’ movement. It’s so 
dynamic! Strategy games usually 
limit character movement to slowly 
advancing units a few spaces at a 
time, but here the heroes and 
enemies can dash to attack each 
other, hop into pipes, leap off each 
others’ feet . . . and that’s all in one 
turn! How did you come up with this 
wild movement system? 

Our main goal was to create 
an experience that could be dynamic. | 
wanted the heroes to look alive — 
that’s why we put extra effort into 
having them running and dashing and 
really using the covers in the battle- 
ground, as if they were playing hide- 
and-seek. Also, | always wanted to 
stress the importance of the friend- 
ship and bond which is being created 
between the Mario characters and the 
Rabbids, through the adventure. 
Players can spread their characters on 
the battleground to flank the enemies, 
but when they stick together, it can 


make them stronger: They can use the 
help of a teammate to jump into 
further areas or empower all their 
teammates with the techniques. 
Cooperation and synergy was key for 
us, to be reflected in the story mode 
as well as in the combat situations. 


Were there any Mario characters you 
wanted to "Rabbid-ize," but 
couldn’t? Or, beyond that, was there 
anything Nintendo just said flat-out 
"no" to? 

Nintendo always reacted 
positively to our proposals. It was very 
nice to see them having fun with what 
we were proposing. Of course, you 
have to use common sense. Having a 
roster of eight heroes, each one with 
their own psychology, animation, story 
and abilities, was already quite 
demanding for the team, especially in 
terms of being able to balance the 
experience. Indeed, during the brain- 
storming phase of the project, we did 
create some other Rabbid Heroes 
counterparts — but at the end we 
decided to keep the roster team to 
eight. 

Who Кпомѕ . . . maybe in the 
future! 

Frankly Davide, we should 
also avoid pushing some ideas we had 
for some heroes . . . the world is not 
ready... 


You originally pitched this project to 
Nintendo several years ago, well 
before the official reveal of the 
Nintendo Switch. Does that mean the 


game started out as a Wii U project 
before moving to the current 
hardware? Or was it always intended 
to be a game for "NX"? 

We knew from the very first 
prototype that with the time needed 
to finalize such a scope, it would not 
be for the 3DS or the Wii U. It would 
be fitting the next platform Nintendo 
would be working on, so it was indeed 
a big bet we took. When we received 
the first info on the console itself, we 
made sure the nomad/home console 
concept was at the center of the expe- 
rience (short vs. longer sessions), and 
we also adapted our vision to the 
technical specificities the console had. 
Overall, it went very smoothly thanks 
to the accessible architecture the 
console has and our experience of 
working on new consoles. We are very 
happy with the results! 


Beyond the game itself, it seems like 
the most fun thing to come out of the 
development of Mario + Rabbids 
Kingdom Battle has been the friend- 
ship between Davide Soliani and 
Grant Kirkhope. | love the daily bick- 
ering banter back and forth on 
Twitter! Will this partnership 
continue for future games? (Please?) 
Grant is awesome, he truly 
is. | must admit that during the devel- 
opment of the game, a friendship was 
born between us which goes beyond 
the fact that we are working together. 
(Well, I’m the one working, to be 
honest — he’s slacking all the time). If 
in the future there’s the possibility to 
work together, | definitely would! 


Being able to play around in the 
Mario universe must have certainly 
been a dream come true. Are there 
any other franchises owned by com- 
panies other than Ubisoft that you’d 
love to work with? 

Yes, but | won’t give names! 


Finally, if you could have any super 
power, what would it be, and why? 

In real life or in Mario + 
Rabbids Kingdom Battle? In the game, 
| would have SCAREDY RABBID for 
sure. It would allow me to avoid 
enemies shooting at me for the entire 
duration of the match. In real life, | 
would like to have TIME STOP, which is 
an ability that would let me keep 
going on with game development, 
without any time passing by. 

| agree with this too... but! 
would also use the MAGNET DANCE 
technique Rabbid Mario has, to attract 
Davide's attention in meeting rooms 
while in production, as he’s always 
roaming everywhere on the floor and 
on every topic! 
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REVIEWS 


Yes indeed, Mario’s worn 
many, many different hats 
over the past several decades. 
But what happens when he 
tosses his hat away and wears the 
bodies of his enemies instead? 
We're leaping headfirst into the 
delightfully absurd shapeshifting 
adventure of Super Mario 
Odyssey! Join us, won't you? 
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Hats Off to Another Huge Hit! 


MAMMA-MIA, WHAT AN incredible 
year it's been for Nintendo! From the 
spectacular launch of the Switch to the 
total overhaul of the Zelda formula in 
Breath of the Wild, from Samus' long- 
awaited return to, now, Mario's next 
epic 3D adventure. Even as all the past 
hits of 2017 have arrived one after 
another, we've all kept an eye on this 
one looming on the horizon — and 
now, yes, it's safe to say we've got 
another Game of the Year contender 
in Super Mario Odyssey. 

Interestingly, though, Odyssey 
takes a little longer to wrap your head 
around than | expected. There's a lot 
going on here. There are a lot of dif- 
ferent things that this game is "about." 
Let's tackle them one at a time. 

First up, from its title that ties back 
into Homer's ancient, epic story (that 
you probably had to or will have to 
read in an English literature class at 
some point in your school career), this 
is indeed an Odyssey — a huge, globe- 
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trotting quest that sees Mario travel to 
a greater variety of different environ- 
ments than he ever has before in a 
single game. Soaring through the sky 
in your sailboat-esque airship (also 
named Odyssey), you visit locations 
inspired by real-world places like New 
York City and Mexico . . . though that 
connection to the actual Earth falls 
away pretty quickly when you enter 
areas like the fanciful Luncheon 
Kingdom where everything is made of 
food. I like the visual variety of the 
lands that made the final cut, but it 
seems like a whole game that stuck 
with keeping our real planet as an 
inspiration for every area would have 
been cool. 

The second thing that Super Mario 
Odyssey is about is the impending 
wedding of Bowser and Peach, which 
drives the narrative — Mario is chasing 
Bowser around the planet trying to 
crash his wedding day preparations 
and ultimately ensure his girl doesn't 
become Mrs. Koopa, and his new hat- 
possessing companion Cappy is trying 
to rescue his sister Tiara, whom the 
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sinister Koopa King has kidnapped and 
forced to become the headpiece of 
Peach's wedding outfit. This is as 
strong and fresh a take on the old 
"Bowser kidnaps the Princess" story as 
we've seen in the Mario games in a 
while, but it is retreading some old 
territory since Bowser's tried to pull 
this stunt before. Here's hoping this is 
the grand finale of the now three- 
decade-old kidnapping plot and any 
future Mario games will provide new 
motivation for our hero to leap into 
action. 

Next up? The third and fourth 
things that Super Mario Odyssey is 
about are both Mario's hats, which is 
why we themed this issue the way we 
did. РИ separate the hat discussion 
into two parts, because the game does 
the same. 

The first part is Mario's cosmetic 
costume changes — how he literally 
finds, purchases and wears different 
hats beyond his normal, iconic red 
cap. This is probably my favorite 
aspect of Odyssey, as it's such a joy to 
see all of the different retro refer- 
ences being made through so many of 
the outfits you can find and wear (flip 
back over to Page 50 for more on 
that), and even the ensembles that 
aren't some kind of nod to Mario's past 
adventures are wonderful. It's crazy 
how much variety there is! You can 
dress Mario up like a gangster or a 
caveman. He can be a chef or a pilot 
or a clown. He can take his shirt off (!) 
or even borrow Peach's wedding dress 
(with the help of the Wedding Peach 
amiibo, seen back on Page 11). 

Even better? Changing Mario's look 
isn't entirely aesthetic. Different char- 
acters will react to you differently 
depending on what you're wearing, so 
you'll have to purchase a totally varied 


wardrobe if you want to track down all 
of the many Power Moons. (More on 
that in a bit.) 

The other hat-related aspect of the 
game design, and the fourth overall 
thing I think this game is "about," is 
Cappy the capturing cap. We didn't 
know about this aspect of the game 
when Odyssey was first announced, 
but it turns out tossing Mario's hat at 
certain objects or enemies causes our 
hero to leap into their bodies and 
"become" them temporarily. As we 
tried to demonstrate earlier in this 
issue, Mario's been changing his shape 
and his clothes for over 30 years, any 
time he snags a power-up like a flower 
or mushroom. It's been a joy to see 
him gain a raccoon's tail or suit up like 
a cat or wrap himself up in a spring, as 
new gameplay ideas have always come 
about as a result of his changeable 
nature. 

In Odyssey, though, the only real 
power-up is Cappy himself, and it's 
through hurling him at the heads of 
dozens of different creatures and 
things that Mario shapeshifts more 
than he ever has before, with each 
new form offering some fresh new bit 
of gloriously Nintendo-ish gameplay to 
enjoy. This is why Mario is the Man of 
Many Hats. The actual different hats 
are a part of it, but his extreme versa- 
tility and ability to become so many 
different things and play so many dif- 
ferent roles is just sensational. What a 
blast it is to become a T-Rex and 
stomp around! Or a tank to attack 
Bowser's baddies from afar. Or just 
good old common foes like Goombas 
and Cheep Cheeps! Even they feel 
fresh and fun here, because though 
we've seen them around for years, 
Mario's never become them before! 


So globetrotting, wedding crashing, 
wardrobe expansion and body snatch- 
ing are the four foundations on which 
this new adventure is built, and while 
it seems like a weird mix of disparate 
ideas, I feel like it is all managing to 
gel into one cohesive whole. Beyond 
those, though, there are basic tenets 
of "3D Mario" that Odyssey alters and 
need to be addressed too. 

It's weird that coins don't give you 
health any more. I mentioned that you 
purchase Mario's new wardrobe, and 
that's actually the case — Mario's been 
picking up these scattered coins for 
years, but here he finally uses them as 
currency to go shopping. Having to 
gather coins not because you want to 


earn a 1-Ир but rather because you 
want to be able to afford a fedora is a 
mental shift for sure. Mario's health is 
now tied to heart items you can find 
here and there, but they're not nearly 
as ubiquitous as coins were in past 3D 
Mario games, so that's a shift toward 
encouraging safer play strategies too. 


Mario's moveset has been enlarged. 


The basic suite of long jumps, triple 
jumps, somersaults and backflips he's 
employed since the mid-'90s is back in 
action, but now supplemented by even 
more techniques like dives, springing 
jumps after ground pounds and a 
whole set of Cappy-tossing techniques 
that take a little while to adjust to. I'm 
not sold on the Cappy mechanics quite 


yet, actually, because Nintendo's 
attached so many of them to Joy-Con 
motion controls. | don't know about 
you, but I’ve been settled into using 
my Pro Controller with my Switch for 
months now, leaving the Joy-Cons 
attached to the main unit 9596 of the 
time. It feels odd to go back to them 
now, but also necessary since | want to 
be able to have full command of Cappy 
and his abilities. We'll see how I feel in 
the end, and whether I stick with Joy- 
Cons the whole way through or revert 
back to my good old comfortable Pro. 

And this is the point where, if you 
hadn't yet glanced at the "In Progress" 
below, | confirm to you all that this is 
not yet a final, comprehensive review. 
| apologize for that! This game is just 
far too huge to be able to encapsulate 
so concisely or so quickly. And, to 


IN 
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make matters more challenging, the 
timing with which Odyssey arrived and 
when we needed to go to press with 
this edition didn't line up as favorably 
as Га hoped. As no one's served well 
by a rushed, incomplete review, I'm 
just going to call this one a review-in- 
progress and come back next time 
with a full, final analysis of the entire 
Odyssey experience — and also let the 
others members of the Nintendo Force 
jump in with their perspectives too. 

For now, though? You have my full 
recommendation to jump straight into 
Mario's all-new, epic Odyssey. I have 
some minor hesistations with how a 
few things were handled, sure, but it's 
clearly still a masterpiece of a game 
and an absolute must-play for any 
Nintendo Switch owner. Join me in this 
all-new Mario world, and see how 
much of a hat collection you can 
gather for yourself! — LUCAS 
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EARLY PICKS FOR THE BEST NEW MARIOS 


While we want to preserve the surprise of most of the new Mario forms you'll find in Odyssey, here's a half-dozen of our early favorites so far! 


GLYDON MARIO 


What's a new 3D Mario game without goofy recurring NPCs like Koopa the 
Quick or The Chimp? This time, though, the NPC becomes a PC through the 
power of Cappy! Capturing Glydon lets you take advantage of his gliding 
powers, swooping and soaring in search of new Power Moons. 


X — 


FISHIN' LAKITU MARIO 


It's fun to take control of all-new creations like Glydon, sure, but there's just 
no beating the joy of gaining control of an old Mario series staple. Like Lakitu 
here! Mario's been able to nab his cloud for decades, but now he can snatch 
his whole body — and his rather useful fishing pole, too! 


G 
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HUGE HUNK OF MEAT MARIO 


Better mentally prepare yourself, because playing Super Mario Odyssey will 
have you questioning the sanity of Nintendo's developers all over again. Who 
comes up with this stuff? Mario in the form of a two-ton haunch of beef? 
What could even be the purpose of that? Well, you'll see . . . 


FROG MARIO 


Wait a minute . . . what? Didn't we just cover this back on Page 32? Well, it 
seems that Odyssey offers an alternative take on amphibian embodiment, 
and this Frog Mario is quite different from the one featured before. This 
form's claim to fame is massive vertical leaps that send Mario skyward! 


OCTO-MARIO 


He's a kid now, he's a squid now? Maybe more octopus than squid, | suppose, 
but whatever it is, this is one mighty mollusk. While in this form, Mario can 
blast a jet of ink from, well, his rear end. The ink can launch him into the air, 
let him fly across gaps and even clean up messy surfaces below! 


T-REX MARIO 


Finally, we can't forget this instantly iconic new transformation for our hero, 
the one that introduced the entire capturing concept! T-Rex Mario is found 
early in the game, and taking charge of this form lets you demonstrate your 
massive might by, among other things, smashing through huge rock walls. 


Build i it Brick by Brick 


IN THE BEGINNING, there was LEGO: a 
series of building blocks with which anyone 
could create nearly anything in real life. 
Then came Minecraft, a game in which 
anyone could similarly create nearly 
anything in a virtual world. Afterward, it 
was only natural that there would be 
licensed Minecraft LEGO sets, and now 
we've come full circle with LEGO's own take 
on the Minecraft style of video game — 
well, unless they decide that an actual 
LEGO Minecraft game is something that 
needs to exist, but no sign of that yet. 

LEGO Worlds is LEGO and Traveller's 
Tales entry into the blossoming genre, pro- 
viding its own unique take by trying to 
provide the best of both the Minecraft and 
LEGO *ahem* worlds. If you've ever played 
a LEGO game before, congratulations! You 
pretty much know how to play this game, at 
least on a basic level. Camera, controls, 
moves and all that fun should feel familiar 
to you if you've played anything from LEGO 
Star Wars to LEGO City Undercover to LEGO 
Dimensions. 

The key difference to both LEGO games 
and Minecraft alike is in the creation 
aspect. In LEGO games, you'll normally just 
tear down parts of the environment until 
you have a pile of jumping and flashing 
LEGO pieces, then you'll hold a button down 
as your character does all the heavy lifting 
and assembles just the thing you need to 
do the job. In Minecraft, you basically chip 
away at different minerals and use them to 
put together things piece by piece. 

But in LEGO Worlds, you're given a series 
of tools that effectively makes you a virtual 
god — or, in the LEGO universe's own ver- 
nacular, a "Master Builder." You needn't 
worry about acquiring resources — you just 
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pick the right tool for the job and use it to 
copy, move and place items, constructs or 
large swaths of land. Destroy, create or 
duplicate — the choice is up to you. 

While there is a sandbox mode to allow 
you to create freely to your heart's content, 
the campaign mode is where you'll do most 
of your exploring and finding of items. 
Starting out, this is where you'll play the 
part of a LEGO astronaut (which you can 
customize) who has crash-landed on a 
world and has to get their ship running by 
collecting golden bricks to move on to the 
next world. Each world has one of many dif- 
ferent classic LEGO themes, from pirates to 
prehistoric to candy lands, and to help 
teach you how to use the tools, there are 
LEGO people who need help and reward 
you with the gold bricks that you seek. 
Once you're through the tutorial phase, 
you're free to venture through myriad other 
randomly generated worlds and seek out 
those in need to complete your gold brick 
collection. 

As with most LEGO games, there's also 
the option for cooperative multiplayer, with 
a second player allowed to drop in and out 
at any time they please. Or, you can go 
online and explore worlds created by other 
LEGO Worlds players — or have them 
explore your own. You even have the choice 
of whether or not any changes made while 
they're visiting are permanent. 

In a way, LEGO Worlds is something of a 
very back-to-basics approach for LEGO. 
Survival elements are minimal (you won't 
starve or need to sleep, but you shouldn't 
jump in the lava, either), and there are no 
licensed characters to be found here. It's 
just you, a virtual catalog of 
different generically 
themed LEGOS, billions 
of bricks and your 
imagination to use as 
you wish, whether it be 
build or explore. — DAVID 


Definitive in One Way 


RAYMAN LEGENDS ORIGINALLY launched back in 2013, and 
fans of the Wii U might remember the game's launch as a bit bit- 
tersweet. The title was announced as a Wii U exclusive, and 
Ubisoft was aiming to release it within the Wii U's launch window 
— but as the months rolled on, Ubisoft eventually decided against 
keeping the game a Wii U exclusive. Rayman Legends wound up 
delayed for a number of months, finally launching on Wii U, PS3 
and Xbox 360 in September 2013. While Wii U owners lost an 
exclusive, they could still take some solace in knowing they 
received the best-reviewed version of the game. 

Rayman Legends eventually came to even more platforms, 
including the PlayStation Vita, PS4, Xbox One and PC. While many 
thought the game's various ports would end there, Ubisoft had 
other plans. The company revealed that they were once again 
returning to Rayman Legends to whip up a "Definitive Edition" for 
the Switch. For months, gamers wondered what made this Switch 
version worthy of the "Definitive" moniker. Now that we've run 
through the final version, we have our answer: Rayman Legends 
on Switch is definitively its worst version. 

Now let's be completely honest right off the bat: Rayman 
Legends is not a bad game no matter where you play it. Once 
again, many believe the Wii U version to be the best option avail- 
able, as that was the platform the game was originally intended 
for. Other ports certainly retained the overall fun and excitement 
of Rayman Legends, but with a couple minor drawbacks or 
content cuts. The same can be said for Rayman Legends: 
Definitive Edition. The core of the game is as fun now as it was 
back in 2013. The problem, though, is Ubisoft somehow managed 
to introduce new hiccups while bringing the game over to Switch. 

Rayman Legends: Definitive Edition manages to chug in a few 
spots where the original release didn't. Some levels seem to get 
bogged down with framerate issues, forcing the game to a crawl. 
Now these moments are few and far between, but coming from 
other versions where these issues didn't exist, seeing them in a 
"Definitive Edition" is disheartening. You'd expect a Switch port 
four years after the initial game's launch to be, at the very least, 
up to snuff with the other versions when it comes to just running 
properly. While there are no truly atrocious moments or game- 
breaking aspects, the lack of care with this port is clearly obvious. 

The only extra bits of content included here are more tweaks 
and options for the Kung Foot bonus mode, an experience also 
included in other versions. This is a throwaway minigame at best, 
and Switch owners definitely deserve some higher-quality content 
for a port so many years after the original release. 

This is simply a quick-and-dirty port of what is 
otherwise an amazing platformer. It's sad to see 
the Switch get the worst version of a wonderful 
game. — KEVIN C. 
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Back to the Battlefield 


AS SOME OF you are well aware, | 
love the Fire Emblem franchise. The 
first issue of NF Magazine had Fire 
Emblem: Awakening on the cover, 
which | was very happy with. Since 
then, the series has become bigger 
than I ever hoped for and new games 
are coming at a steady pace. With that 
being said, | wasn't really sure where | 
would stand on Fire Emblem Warriors. 
Warriors games are meant to be a cel- 
ebration of a full franchise, which I 
wasn't really seeing with this game. 
Their focus was on three entries with 
no wiggle room to introduce some- 
thing crazy. On the flipside, the char- 
acters looked fun to play as and that 
goes a long way. Did | end up enjoying 
it? Sure, but not without recognizing 
that this Warriors game has problems. 
The story takes place in the land of 
Aytolis, where a darkness has fallen 
upon the land. Monsters hop out of 
portals and quickly overtake the royal 
castle in a matter of minutes. With 
only seconds to spare, the child- 
ren of the late king manage to 
escape its destruction. These 
two, Rowan and Lianna, are 
tasked to bring back the light and 
ensure that the curse doesn't spread 
further. Their mother hands them the 
Fire Emblem in the hope of reclaiming 
the power it needs. The journey sees 
them meeting characters from three 
different games: Awakening, 


Fates and Shadow Dragon. 

The 21 scenarios that you play 
through in the Story Mode are, in all 
honesty, less exciting than | hoped. 
Does that mean I think they're bad or 
simply not fun to play? Absolutely not. 
But if you're expecting the scope or 
boldness of Hyrule Warriors, you'll be 
disappointed. It follows a much more 
standard format with you taking over 
keeps, destroying key opponents and 


working your way to a final showdown. 


There's the usual Warriors 
gameplay you need to deal with. The Y 
and X Buttons are your main methods 
of attacking, while the R Button puts 
you in a special Musou/Awakened 
state that makes you stronger. It feels 
a bit grindy, but overall, this is stuff I 
can still get behind. 

What Fire Emblem Warriors does 
right is implementing the franchise's 
elements to great success. The 
Weapon Triangle impacts how you 


approach opponents. Enemies with a 
white exclamation mark are severely 
weak against your FE Hero, while a red 
one will force you to stay away. You'll 
need to switch heroes and tweak a 
team to fit the task at hand. In the 
beginning that might prove rather 
tricky, considering your options, but 
the game does a good job of making it 
approachable. This is also noticeable 
with the fact that you can freely switch 
between your team members. Before 
and during the fight, you can guide 
them to certain spots on the map and 
quickly take over if necessary. There's 
never a dull moment, which causes 
missions to just fly by. 

Other inclusions are the Pair-Up 
System and Classic Mode. Pairing 
allows you to approach another char- 
acter on the battlefield and work 
together as a single unit — it's one less 
character you have to protect and nets 
you all sorts of benefits. The con- 
trolled character will have a greater 
amount of HP and the paired-up unit 
will have to defend or attack alongside 
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you. Unlike other games with the 
Classic Mode option, your characters 
won't die, but they will be severely 
hurt. This means that they can no 
longer be used to complete the main 
campaign and become inaccessible as 
a result. By enabling this, you're 
forced to think more before you send 
characters off on their own. It's a 
strong commitment to keeping the 
spirit of Fire Emblem alive within the 
Warriors framework. 

As far as the characters are con- 
cerned, there are two sides to the 
story. For starters, | don't have major 
issues with any of the characters 
chosen. That being said, | do take 
issue with removing some uniqueness 
from them. My key issue would be 
with Takumi/Sakura and Elise/Leo. 
Their moves are the same, which I 
found saddening. With some simple 
retooling, their separated spots would 
be alot more deserved in my book. 
That being said, there are also plenty 
of characters I'm quite happy with. 
The female protagonist, Lianna, is a 
remarkable fighter with fantastic 
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sword moves that rival the established 
FE Heroes. Robin is another I had a lot 
of fun with, as his magic is very 
distinct and varied. A lot of his magic 
isn't overly strong, but it's great for 
crowd control and getting quickly to 
the more important tasks. 

History Mode is a secondary mode 
that delivers an equally meaty experi- 
ence to the player. There are five maps 
for you to go through, each with a 
variety of missions for you to tackle. 
Missions start rather early in the 
quest, with more unlocking as you 
carry on with the story. There will also 
be more missions as you wrap up the 
game, so it rewards you for exploring 
everything available. What kind of 
missions can you expect? You'll have 
to defeat a certain number of 
enemies, defeat an onslaught of harsh 
opponents or complete a certain task 
in a level. While the objectives are 
similar to those found in Hyrule 
Warriors' Adventure Maps, you just 
went from mission to mission in that 
game. I prefer this, actually, as its 
complicated nature pushed me to 
explore further and further. 

At the end of the day, | enjoyed my 
time with Fire Emblem Warriors. Sure, 


there are things that | found annoying, 
but it does a lot to win you over. 
Where the package really comes 
together is applying the Fire Emblem 
scope over the Warriors gameplay and 
making the fusion into something all 
its own. The added strategic elements 
keep it entertaining throughout and 
ensure that there are new twists hours 
later. There are moments where it 
feels less awesome than Hyrule 
Warriors, but the game wins by being 
accessible and instantly gratifying. 

As a result, | enjoyed Fire Emblem 
Warriors as my newest, pure, massive 
timesink on the Switch. 

(Secretly, there is nothing wrong 
with that sentiment.) - DAAN 


Less Attractive Alternative 
FIRE EMBLEM WARRIORS 


AFTER AWAKENING, FATES and Echoes released on the portable back to 
back to back, there may be plenty of players so used to experiencing Fire 
Emblem on the 3DS that they're not quite ready to make the Switch. If that's 
you, feel free to stick with what you know — Fire Emblem Warriors on the 
New Nintendo 3DS is almost as good as its big-screen sibling. 

The obvious difference is in its visuals. On the Switch, you can enjoy a 
pristine resolution of up to 1080p while docked, and even Handheld Mode 
locks in a strong 720. The 3DS' 240p display obviously can't come close to 
that, so it's instantly going to lose in any head-to-head comparison. 

Processing power being lesser on the New 3DS than the Switch also 
means there are far fewer foes scattered across the battlefields in this 
version. The Switch sends thousands of cannon fodder enemies out to 
oppose you; the 3DS boasts merely hundreds. Gameplay ultimately isn't 
impacted all that much, but since so much of the Warriors experience is tied 
to its over-the-top visual spectacle, your fighters' field-clearing moves won't 
feel quite as epic with this edition. 

One mistake rectified from the release of Hyrule Warriors Legends is that 
Fire Emblem Warriors requires New 3DS hardware — trying to run Legends 
on original 3DS tech made it nearly unplayable. No such concern here. But 
Legends does one-up this release in the fact that it added extra content to 
the base Hyrule Warriors game in order to give the underpowered platform 
some unique feather in its cap to boast of. Fire Emblem Warriors does not — 
there's no analog to Linkle here, just the same content and characters you'll 
see on the Switch. 

Last, the controls aren't quite as comfortable on this version. Did you 
remember the New 3DS has a ZR Button? I didn't, and having to push it to 
target foes on the run is a claw-inducing stretch. 

The verdict? Play this one on Switch if you can, but if 
you can't, the tried-and-true is still solid. — LUCAS 
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The Miniaturization Continues 


SUPER NINTENDO ENTERTAINMENT SYSTEM: SNES CLASSIC EDITION 


IN OUR LAST issue, we discussed all 
of the games found on the SNES 
Classic as they originally appeared — 
but how does actually handling the 
hardware and playing the software 
really shake out? Spoiler: It's a trip 
back in time, made modern. 

When holding the box, | was 
shocked at how small it was. Seeing all 
of the photos of the box that people 
are filling social media with is mislead- 
ing. When you unbox all the contents 
you'll be amazed at how much fits in 
that tiny package! Wait, this thing 
comes with two controllers? Why 
didn't Nintendo do that with the NES 
Classic? | mean, they included Bubble 
Bobble! The controllers feel perfect. 
I've held a lot of different SNES con- 
trollers in my time, and nobody gets it 
right but Nintendo. After plugging in 
all the cords, | found my first com- 
plaint. Yes, the cords are longer than 
the NES Classic, but still just not long 
enough, especially since most flat- 
screen TVs are set up higher or farther 
away than our old CRTs. Oh well. My 
favorite part of the hardware is 
holding the little console. 

Now, on to the games. The menu is 
the same as the NES Classic, but | have 
to admit that unlocking Star Fox 2 is a 
nice touch. You just have to beat Stage 
1 м the original and then hit Reset. | 
ordered a custom SNES Star Fox 2 cart 
ages ago, so nothing is surprising for 
me here, but it does make me want to 
compare the official release to the 
leaked ROM. Does this mean we will 
be seeing more of Miyu and Fay, as 
they are now canon? The game is 
quick fun, but those low poly graphics 
just haven't aged well. 

Nintendo is socially obligated to 
include all the Mario games, but I'm 
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surprised that Super Mario World 
wasn't Super Mario All-Stars + Super 
Mario World. Missed opportunity. 
Super Mario Kart is here as well as 
Yoshi's Island, and Super Mario RPG 
was a must. | would have loved to 
show more people Tetris & Dr. Mario 
though. 

ust one Donkey Kong Country is 
here, which means the best one — 
Diddy's Kong Quest — is missing. Same 
story with Mega Man X, leaving out the 
rare X3 that people need a better 
option to play. A Link to the Past, 
Super Metroid, F-Zero and Super 
Punch-Out!! are all must-play first- 
party titles, but I'm surprised by the 
Kirby offerings. Kirby Super Star was a 
great choice, but I can't think of 
anyone who would take Kirby's Dream 
Course over Kirby's Avalanche or 
Kirby's Dream Land 3. 
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Rounding out the first party titles is 
EarthBound, which has become essen- 
tial playing for Nintendo fans. 

Another choice that's debatable is 
Street Fighter ІІ Turbo over Super 
Street Fighter 11, as the latter had 
more fighters, but the former had 
faster fighting. This boils down to 
personal preference, but I'll take the 
version with extra fighters any day. 

That leaves the rest of the third- 
party offerings to discuss. Castlevania 
IV and Contra III are nice choices from 
Konami. Teenage Mutant Ninja Turtles 
IV: Turtles in Time would have been 
great, but I bet that's a whole licensing 
mess Nintendo didn't want to deal 
with. Zombies Ate My Neighbors would 
have been a nice throwback too, but 
space was apparently limited. Super 


Ghouls "т Ghosts is Capcom's only 
other offering, which is a good game, 
but I’m missing Final Fight, Demon's 
Crest and Breath of Fire from them. 

The most important part for me 
was the RPG section. For me, nothing 
beats the RPGs found on the Super 
Nintendo. Secret of Mana and Final 
Fantasy III are here (keeping the name 
the original system saw, and not what 
it appears as literally everywhere else: 
Final Fantasy VI), but the holy trinity is 
incomplete without Chrono Trigger. 
Chrono Trigger is often ranked above 
both of the others, so to see it skipped 
for reasons only known by Nintendo 
and Square Enix is frustrating. 

I could talk all day about other 
games that should have been 
included, but the $80 pricetag for all 
of this greatness warrants tracking 
one down. After all, amassing the 
offerings here along with original 

hardware would cost well over 
$500, so | can't complain too 
much! — BRETT 


TARGET 


ITEM 


FRAMING THE ACTION 


While the selection of masterpieces that make up the SNES Classic’s 
built-in game library is of course the most important aspect of this unit 
to evaluate, we must also acknowledge that Nintendo's gone beyond 
the feature set of the NES Classic with this new mini console release. 
One addition is an alternative to simply seeing blank black surrounding 
the game action in the center of the screen: A selection of colorful 
borders can frame the action instead! (Some are even animated.) 


BE KIND, PLEASE REWIND 


The NES Classic included Suspend Point functionality to allow you to 
save your progress at any point in any game, but the SNES Classic takes 
that concept one step further with the addition of the Rewind feature. 
Now your Suspend Points are souped up with full, frame-by-frame 
recordings of every action you took leading up to tapping the Reset 
Button, allowing you to rewind back to the exact moment you messed 
up to let you try again. Full mastery of time is yours to command! 
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EXPANDING THE SELECTION 


Finally, it's important to address the elephant in the room: the modding 
scene. As just about everyone who picks up an SNES Classic will lament 
its lack of some childhood favorite or another from its 21-game library, 
many will seek solutions to expand that software selection. And, just as 
with the NES Classic, such magic has indeed been made quickly avail- 
able by a global community of hackers. I'm pretty pleased with the 
roster as-is, but if you're desperate to replay Bill Laimbeer's Combat 
Basketball in HD, a little online research will help you make it happen. 
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What Might 


MY LOVE OF time travel tales has 
been documented well within these 
pages — just the thought of being able 
to rewind through the years and have 
а second chance at past choices, or 
else steal a glimpse into the future, is 
an immensely entertaining fantasy. 
Hand in hand with that love is a great 
appreciation for alternate reality 
stories — "what if" scenarios that dwell 
on how things might have turned out 
differently, had key events in the past 
played out in a different way. 

So, what might the Star Fox series 
have evolved into, had Star Fox 2 been 
released over 20 years ago? 

That was the original plan. This 
sequel to 1993's trailblazing 3D 
shooter Star Fox was meant to follow 
along in either late 1995 or early 1996, 
establishing the next point in the evo- 
lution chain for a just-beginning fran- 
chise. Perhaps, in some other reality 
out there in the multiverse, that's 
what happened. But in our timeline? 
Star Fox 2 was cancelled, even as a 
fully completed game, out of fear that 
it might draw too much focus away 
from the fast-approaching launch of 
the 3D-focused Nintendo 64 hardware 
and games like Super Mario 64. 

And so Star Fox 2 has sat. Shelved 
and infrequently remembered for over 
20 years. But now, at last, it's finally 
been officially released! As a surprise 
bonus and extra selling point for the 
SNES Classic, Nintendo unearthed this 
long-lost sequel and has finally, legiti- 
mately given us a glimpse at what 
might have been. 

And let me tell you, what might 
have been is pretty strange! If you 
expect a straightforward sequel to the 
straightforward flight corridors of the 
original Star Fox here, you'll be 
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Have Been 
STAR FOX 2 


shocked to learn that Star Fox 2 is 
sharply divergent from that. Here, 
every mission is instead presented in 
what Star Fox 64 eventually labeled as 
"All-Range Mode," offering full, open 
arenas explorable in any direction. 

What's more, the level-by-level pro- 
gression is entirely altered too, as 
you're not on a single path to reach 
the final boss confrontation this time. 
Rather, the whole of the Lylat System 
is open to you from the start, and you 
have to tactically deploy the Star Fox 
squad to intercept missiles that are 
speeding toward Corneria, take down 
Andross' battle cruisers as they soar 
between planets or land on the 
planets' surfaces to assault bases 
there. And everything is constantly 
moving! There's a persistent clock that 
counts down no matter what kind of 
mission you're engaged in, making the 
whole thing an exercise in time and 
position management. Add to that the 
addition of the Walker transformation 
and two new crew members, Miyu and 
Fay, and you've got a truly wild, wholly 
divergent sequel that would have 
blown minds back in the mid-'90s. 

Well, my mind's still pretty blown 
today! The visuals are nowhere near 
modern standards, of course, but it 
would be silly to judge this as a 2017 
release, even if that's technically now 
the truth. Instead, ГИ award the score 
| feel it would have received in that 
alternate reality where it did launch 
back before the N64! - LUCAS 
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THE COMPETITIVE GAMING com- 
munity has come to expect that every 
new fighting game will either fail and 
die or live long enough to receive an 
update that renders its initial release 
obsolete. Pokkén Tournament is no 
different. This enhanced Switch port 
of the Wii U original adds new charac- 
ters, new unlockables and support 
Pokémon, new daily challenges and 
local competitive play with individual 
Joy-Cons, making it a much safer 
purchase for first timers. 

If you haven't played Pokkén 
before, here's a quick rundown of the 
finer points. Developed by some of the 
top dogs behind the Tekken and Soul 
Calibur franchises, Pokkén melds 
multiple styles of fighting games 
together into a surprisingly cohesive 
whole, giving players plenty to learn at 
all times, but never raising the skill 
ceiling to intimidating heights. Even if 
you stink worse than a dried-up 
Magikarp, you won't get K.O.-ed right 
away. Pokkén's unique field shift 
mechanics prevent that from happen- 
ing, so you'll have time in every match 
to experiment with new strategies and 
techniques. 

And make no mistake about it, 
there are plenty of strategies and 
techniques to learn here. The game 
has depth, but perhaps more impor- 
tantly, it also has breadth. Pokkén has 
so many types of fighting mechanics 
going on at once that you won't have 
to knuckle down and master any one 
of its specific systems in order to enjoy 
it. It's exciting at any skill level. 

That's more true than ever with 
Pokkén Tournament DX, which adds 
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five new playable characters to the 
mix, bringing the roster up to 21 com- 
petitors, representing every genera- 
tion of Pokémon. You won't have to 
play the campaign mode to unlock any 
of them either! Mewtwo and its 
Pokkén-exclusive variant Shadow 
Mewtwo are now selectable from the 
start. (They've also nerfed Shadow 
Mewtwo a bit, which is a relief.) 

As for the new cast, they're a hoot, 
especially Decidueye, the hooded owl 
starter from Sun & Moon. Most of its 
moves have long wind-ups, but strike 
fast once they extend, making for an 
opponent that's tough to read. That's 
also true of its projectiles, which can 
sometimes hit from unexpected 
angles, making for an easy mix-up 
game. Much like an arrow pulled 
taught in a bowstring, the build-up 
with Decidueye is necessary if you 
want to hit your mark. 

Darkrai, the ghostly Legendary 
from Diamond & Pearl, is an expert 
at setting traps, using its ability to 
place portals and 


other stationary energy attacks 
around the battlefield before knocking 
enemies into them for even bigger 
damage. It can even create a copy of 
itself as a decoy! Trickery and decep- 
tion are Darkrai's weapons of choice, 
giving even the dastardly Gengar a run 
for its money in the "creepy Pokémon 
who breaks all the rules" department. 

Croagunk, another Gen IV ’mon, is 
also a rule breaker, but it's more cute 
than creepy. It's a master of surprise, 
using mid-air direction changes and 
sneak attacks to fake out its foes. 
Sometimes it looks like it's sleeping on 
the job, but that's all part of the plan. 
Despite its little limbs, this speedy 
little Poison-type makes even the most 
hard-won contests look easy. 

Scizor, the Gen II evolution of Gen 
15 Scyther, is Pokkén's primary Bug- 
type ambassador. It even borrows a 


move from Mortal Kombat's Scorpion! 
With flashy attacks and easy-to-pull- 
off combos, Scizor is sure to be a hit 
with beginners and veterans alike, but 
it's not all instant gratification with 
this battling bug. Scizor's Sword Dance 
move does no damage on its own, but 
can enhance later melee attacks for a 
limited time, requiring preparation 
and some resource management to 
use effectively. 

Lastly, Empoleon, the Water starter 
from Gen IV, has a playstyle that 
rewards competitors who go with the 
flow. Its waddling gait and plump 
waistline might make it look slow, but 
thanks to a couple of icy attacks, it can 
slide into battle with lightning speed. 
Defying enemy expectations is the way 
to win for this kingly penguin! 

As great as these new additions 
are, Pokkén DX still isn't a full sequel, 
despite being priced like one. Paying 
$60 for what could have been $25 of 
character DLC may be a turn-off for 
those who already bought the game 
on Wii U. That said, if you're a fan of 
innovative fighters who's new to the 
game, or if you absolutely loved the 
original and are hungry for more, 
Pokkén DX won't disappoint. 

— JONATHAN 


Bros Before Foes 


EVERY NINTENDO SYSTEM has 
seen its share of remakes and re- 
releases, but the 3DS in particular has 
become home to some of the best 
Nintendo has ever published. This year 
has been especially full of noteworthy 
remakes! Spring marked the release of 
Fire Emblem Echoes: Shadows of 
Valentia, a masterful reimagining of 
the second (and previously Japan- 
exclusive) Fire Emblem game. That 
was followed by Metroid: Samus 
Returns, a likewise spectacular 
overhaul of the bounty hunter's soph- 
omore outing. 

By contrast, Mario & Luigi: 
Superstar Saga * Bowser's Minions 
seems rather unnecessary. Unlike the 
former two titles, both of which were 
very early installments in their respec- 
tive series and were frankly archaic by 
today's standards, Superstar Saga still 
holds up remarkably well nearly 14 
years after its original Game Boy 
Advance debut. As such, it didn't need 
much touching up in its move to 3DS, 
and developer AlphaDream has wisely 
kept the core adventure almost 
entirely as-is, which works in the 
remake's favor. 

unlike Samus Returns or Shadows 
of Valentia, Superstar Saga * Bowser's 
Minions is a much more faithful 


remake of its original source material. 
Outside of a few quality-of-life touch- 
screen features, AlphaDream has left 
the gameplay essentially untouched; 
nearly all of the changes made to this 
iteration have been to the presenta- 
tion. The visuals have been beautifully 
redrawn in the style of Mario & Luigi's 
two previous 3DS titles, while the 
music has been re-recorded and 
sounds much fuller than the develop- 
ers could have ever hoped to achieve 
on the Game Boy Advance soundchip. 
(Purists who miss the GBA soundtrack, 
however, can find cassettes of the 
original recordings hidden throughout 
the adventure and listen to them in 
their original, tinny glory with the 
Sound Test feature.) 

As a result, Superstar Saga * 
Bowser's Minions is yet another gem 
in the wonderful 3DS library. Even 
over a decade after it first released, 
Superstar Saga remains one of the 
best and funniest RPGs Mario has ever 
starred in, and it feels especially fresh 
and compelling in the wake of a string 
of disappointing Mario & Luigi and 
Paper Mario games. While the more 
recent Mario & Luigi titles have devel- 
oped an unfortunate habit of placing 
too much emphasis on long-winded 
tutorials and gimmicks (and Paper 


Mario has all but abandoned its RPG 
roots), Superstar Saga feels especially 
brisk. There are still tutorials sprinkled 
throughout the game as the plumbers 
expand their repertoire with new 
moves, but they're mercifully brief and 
the gameplay never becomes overly 
cumbersome, keeping the adventure 
moving along at a breezy pace. 

Like most other Mario games, 
Superstar Saga begins with a kidnap- 
ping. The perpetrator this time is not 
Bowser, however, but Cackletta, a 
witch from the neighboring Beanbean 
Kingdom, and the victim is not 
Princess Peach, but her voice, which 
Cackletta plans to use as part of her 
insidious plan to take over the world. 
Mario sets off to the Beanbean 
Kingdom to find Cackletta — with Luigi 
reluctantly in tow — and the two 
brothers become embroiled in an 
often ridiculous adventure across a 
decidedly strange land. 

What makes the Mario & Luigi 
series unique is that players control 
both plumbers in tandem. The A 
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Button makes Mario jump, while B 
does the same for his younger brother. 
This applies to battles as well; players 
control the two plumbers independ- 
ently with their respective buttons, 
and enemies will often provide subtle 
hints as to which character they're 
about to attack, keeping you con- 
stantly engaged in each battle. They 
must also combine their skills to 
navigate the environment, which 
makes exploring the Beanbean 
Kingdom continually satisfying. 

The biggest addition to this 3DS 
remake comes in the form of the title 
mode Bowser's Minions, a parallel 
story that you can freely play once you 
hit a certain point in the adventure. As 
its name implies, Bowser's Minions 
follows the tale of the Koopa King's 
loyal troops, in particular one 
charming Goomba who sets out across 
the Beanbean Kingdom to find Bowser. 
His adventure unfolds as a series of 
light real-time strategy encounters, 
where you must form a team of troops 
and have them battle against increas- 
ingly challenging armies of Beanbean 
enemies. While the mode isn't nearly 
as compelling as the main story, the 
humorous writing makes Bowser's 
Minions a fun, if inconsequential, extra 
once you finish the proper adventure. 

This version of Superstar Saga may 
not offer many surprises for those 
who've already played it on GBA, but 
it's a charming and fun Mario RPG that 
remains the closest we've gotten to a 
proper follow-up to Paper Mario's 
beloved GameCube outing, The 
Thousand-Year Door. Players who may 
have missed out on Superstar Saga 
the first time around or haven't expe- 
rienced the original in quite some time 
should certainly pick up this 3DS 
remaster. Even in a year rife with 
excellent remakes, this stands out as 
one of the year's best. — KEVIN K. 
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А Spectacular Return to Form 


FRIENDS, 
COLLEAGUES, 


SPEEDRUNNERS...Samus is back. 


The first lady of console gaming has 
inally resurfaced for adventure after 
a seven-year break. And while 
Metroid: Samus Returns is technically 


Return of Samus, the amount of fresh 
content here makes for a game that 
eels decidedly new. 

Set near the middle of the Metroid 
imeline, Samus Returns brings our 
heroine to the Metroid homeworld, 
SR388. After the deadly titular 
monsters put the galaxy in danger 
hroughout the original title and all of 
the Prime games, the Galactic 
Federation unanimously agrees to 
send Samus to their planet for a 
thorough extermination job. Those of 
you familiar with the plot from the 
Game Boy adventure are aware of the 
thoughtful twist that occurs right at 
the conclusion of Samus' mission, but 
even knowing the core story beats 
makes the tale no less effective. Like 
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a remake of the Game Boy's Metroid II: 


Super Metroid, it's straightforward 
and simple with just enough depth to 
be memorable, and Samus Returns 
ups the ante by throwing in a few 
curveballs along the way. 

While the premise is familiar, devel- 
oper MercurySteam took a surprising 
number of chances with the core 
gameplay of Samus Returns. Our 
favorite bounty hunter has a few new 
abilities under her belt right from the 
get-go. Unlike past Metroid sidescroll- 
ers, this one uses the Circle Pad for all 
movement along the 2D axis. While 
this comes at the expense of a tiny bit 
of responsiveness, the upside is that 
Samus can now aim in 360 degrees 
with the push of a button. This action 
— combined with some smartly 
designed enemies and attack patterns 
— makes for a very combat-intensive 
mission, and gradually honing your 
aiming skills to pop a baddie on its 
soft underbelly is one of the more 
rewarding aspects of the game's 


battles. The end results include some 
of the best boss and mini-boss battles 
in series history, with multiple ways to 
attack and telegraphed movements 
that reward the observant player. 

And looking out for those tele- 
graphed attacks is key, because Samus 
Returns introduces one other major 
wrinkle in Samus' arsenal: the melee 
counter. When timed right, this heavy 
swing of her arm will knock enemies 
back, stun them and make them par- 
ticularly susceptible to cannon fire for 
a brief period. | found this technique 
to be a bit of a double-edged sword; 
observing your enemies' attacks and 
reacting accordingly has the risk/ 
reward thrill of fending off Bald Bull in 
Punch-Out!! At the same time, the fact 
that almost every enemy has both this 
type of approach and fairly high HP 
means that you'll be doing a lot of 
counters over the course of the game 
for maximum efficiency, making pro- 
gression feel a tad stop-and-go. You 
do eventually get some high-powered 
weaponry and can deal with situations 
in multiple ways, but there's a heavy 
emphasis on the counter for a good 
half of the game or more. 

The visuals are, for the most part, 
effective; while I don't really love the 
somewhat drab polygonal environ- 
ments and characters (especially 
compared to the rich spritework of 
past 2D Metroids), the silky-smooth 
animations and dynamic, cinematic 
moments make a compelling case for 
the extra freedom of 3D. And speaking 
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of which, the 3D effect itself is alto- 
gether pleasant and effective, giving 
noticeable depth to the locales and 
creatures. In this case, you'll want to 
crank it up! 

Samus Returns' game world is 
composed of massive, sprawling sub- 
sections; this is certainly the most real 
estate Samus has ever had to cross in 
a sidescrolling Metroid. It's also enjoy- 
ably open-ended — at least on a stage- 
by-stage basis — compared to the likes 
of Fusion and Other M. Hunting for the 
Metroids in each section presents 
players with plenty of forks in the road 
and environmental puzzles to figure 
out, and it's always an enjoyable task 
to comb a new area over for power- 
ups and deadly baddies. At the same 
time, | would've liked more distinction 
between each zone; I still couldn't tell 
you the difference between Areas 1 
and 2 if pressed for a description of 
each, for instance. Accentuating this 
issue is the simple fact that each 
sector doesn't have an actual name 
(like Brinstar, Magmoor Caverns, etc.) 
but just a number (like Area 4). And a 
few more mandatory backtracking 
sequences to open up large chunks of 
previous environments for major 
upgrades would've been welcome. I 
always enjoy when Metroid games 
surprise you with a brand-new section 
of an older location, complete with 
unique surprises. Outside of some 
minor Missile and Energy Tank 
upgrades, Samus Returns is simply 
sending you lower and lower into the 
planet. 

As you dig your way deeper into the 
monster-infested core of SR388, you'll 
be able to enjoy some of the best 
sound design on the 3DS. Monsters let 
out delightfully alien shrieks and 


roars, Samus’ beams and missiles 
have a satisfying punch to them and 
the thick environmental noises really 
add to the foreboding atmosphere. 
The soundtrack does pretty well for 
itself too on that front, although I 
would've liked to hear a few more 
strong core melodies amidst all the 
amelodic tracks. As is, the strongest 
songs are pretty much the remixes 
from Prime and Super, give or take a 
couple boss themes. 

While the release boasts numerous 
welcome unlockables, it's unfortunate 
that the infamous sequence-breaking 
elements that peppered Super Metroid 
and Zero Mission seem to be largely 
dialed back here. Samus can bomb 
jump as usual, but new air-blowing fan 
obstacles frequently prevent her from 
doing so, while her famous wall jump 
maneuver has been tweaked to be far 
ess effective than in past games. 

And of course, Samus Returns has 
had some controversy surrounding its 
usage of amiibo, which is the only way 
о unlock two art galleries, a sound 
est and the brutally difficult Fusion 
Mode. While it's a shame that these 
fairly nice bonuses are locked behind 
a paywall of sorts, the game gets a bit 
of a pass since it already contains 


other unlockables of a similar nature 
— namely, a third gallery of original 
unlockable art (with a surprise for 
Metroid lore nerds like myself!) and a 
separate Hard Mode (which isn't quite 
as intense as Fusion Mode, granted). 
It's somewhat of a pain for comple- 
tionists to miss out on some of these 
features, but if you aren't interested in 
the figures, the missing bonuses don't 
really qualify as a must-buy, to me. 
While I have a few complaints 
about the final product, at the end of 
the day, they're fairly minor alto- 
gether. Due to all the elements it does 
well, Samus Returns is a great 
comeback for our favorite heroine. 
MercurySteam had the guts to take 
some risks with the formula and it 
really results in a game that stands on 
its own nicely because of it. Not every 
element is perfect, but it captures that 
Metroid spirit with a good amount of 
content, well-designed environments, 
solid visuals/sound and perhaps the 
best combat system in the series. 
Metroid fans and 3DS owners alike 
should treat themselves to one of the 
finest games on the system this year. 
Welcome back, Samus! 
— MATTHEW T. 
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SECOND OPINION 
A NEW ERA HAS BEGUN 


SAMUS IS A superstar once again! 

Hers is a career of extreme ups and downs. Though she was intro- 
duced into the Nintendo pantheon in the same era as Mario and Link, 
Samus just hasn't been able to stay in the spotlight as consistently as 
her contemporaries. An eight-year gap followed the release of Super 
Metroid. A seven-year absence just ended with this game's launch. 
Samus seems to be at the top of her game in one moment, then 
missing in action for entire generations in this fast-moving industry. 

But, with Samus Returns, I'm incredibly hopeful. I'm hopeful that 
this isn't just an incredible remake of an aged Game Boy adventure, but 
also a game that has reintroduced Samus as a superstar with such style 
and force that the Metroid series will now enter an all-new era! 

It's not a baseless hope, of course, since we already know that 
Nintendo is in the thick of developing Metroid Prime 4 on the Switch. 
But even beyond that, | think the company must be looking at the suc- 
cessful way MercurySteam brought back and modernized Samus' 2D 
style of gameplay here and must be weighing their options for how to 
now present another installment from the sidescrolling perspective. 
Could we get a remake of Metroid Fusion, which MercurySteam suppos- 
edly pitched to the Big N before they shifted gears to remaking Metroid 
ll instead? Could we possibly finally see a Metroid 5 that carries the 
overall storyline beyond the events of Fusion, where the plot's been 
paused now for 15 years? It's wild to me that just earlier this year we 
were all still lamenting the fact that this series was dormant and it 
seemed Nintendo didn't care about our favorite bounty hunter any 
more. Now, we're in the absolute opposite situation: one brilliant new 
adventure released, and another one already confirmed to be on its 
way as well! 

As for a critical assessment of Samus Returns, you can surely tell 
that I’ve been enamored with it too, just like Matthew. The free-aiming 
is a wonderful advancement for Samus' gunplay, and now I want other 
classic sidescrolling shooter series like Mega Man and Contra to make 
new games that adopt the same approach. | loved the variety in the 
Metroid encounters, as each one was unique — even multiples of the 
same link in the evolution chain had different looks and attacks. That 
was a surprise! And speaking of surprise, my jaw seriously went slack 
with shock when I accidentally discovered a certain 
advanced movement technique late in my first 
playthrough. 

Samus Returns is sensational, and I'm ready 

to declare that a new era for 
Metroid has begun! 


ASK THE 
FORCE 


DID YOU EVER DRESS 
UP AS A VIDEO GAME 
CHARACTER FOR 
HALLOWEEN? 
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CHRIS 
Once! | made а makeshift 
Mega Buster and wore a 
blue shirt. It was the 
saddest Mega Man cosplay 
of all time and I don't 
think one person 
recognized me. 


THOR 
Waaaay back in 1981, 
when I was in 3rd grade, 
| dressed up as Mario for 
Halloween. | wasn't 
allowed to bring my Dad's 
hammer to school to 
complete the costume, 
50 | made one out of 
construction paper. 


DE 
ET 


ab 


TONY 
| once wore the same Luigi 
costume three years ina 
row, and | will be bringing 
it back this year. | spent 
good money on authentic 
Dickies overalls! | won't let 
my investment go to 
waste! 


REBECCA 


| hand out candy ina 
Pikachu kigurumi! 
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DAVID 
In 5th grade | went to my 
school's Halloween 
costume contest as Mario 
and won. I still have the 
hat, too, faded as it's 
become with time. 
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Too Much of a Retread 


MY OPINION OF the Yo-kai Watch 
franchise has faltered. 

When I reviewed the series’ debut 
installment exactly two years ago in NF 
#18, | was overly effusive with my 
praise. | declared that Nate, Whisper, 
Jibanyan and their mischief-making 
spirit pals all represented the next 
coming of Pokémon, and how Pikachu 
and his series seemed stuck in the past 
in comparison. 

But how quickly things change! Since 
then, Pokémon Sun & Moon arrived and 
beautifully reinvigorated the core RPG 
saga of their brand, while Yo-kai Watch 
‚. Well, Yo-kai Watch is the one stuck 
in the past now. 

Literally recycling the past, in this 
case, and in more ways than one. Yo-kai 
Watch 2: Psychic Specters is the third 
version of Yo-kai Watch 2 to be 
released, following up last year's launch 
of the Bony Spirits and Fleshy Souls 
editions of this same adventure. So it's 
already a rehash on that level. But then 
Bony Spirits and Fleshy Souls were 
themselves already rehashes that lifted 
assets and environments straight out of 
the first game, while also retreading 
the story of that predecessor for the 
crucial opening hours of what was 
supposed to be a continuation of the 
Saga. So Psychic Specters is a repeat of 
two repeats of an original idea. 

"It's fine," | told myself. "They're just 
using the same opening from the 
original in case this is the first game a 
new kid is playing." And, yes, that does 
make a certain amount of sense: Even 
Pokémon opens each of its core games 
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in the same manner, with the selection 
of a Fire, Water or Grass starter, 
learning how to catch monsters for the 
first time, etc. So | could have forgiven 
Psychic Specters on that front. 

But then it just aggravated me all 
over again. One weakness Yo-kai Watch 
has when compared to Pokémon is that 
catching (or "befriending") new Yo-kai 
is an absolute chore. The mechanics for 
catching Pokémon are solid and under- 
standable: whittle down a wild 'mon's 
HP and toss a Poké Ball. It doesn't 
always work, but you can almost always 
keep trying by tossing another Ball. 
Ultimately pretty painless. In Yo-kai 
Watch, though, successfully recruiting 
new team members is entirely arbi- 
trary. You battle against them and have 
the option of tossing out some piece of 
food that they like to eat, but that's all 
that you can do to kind of, maybe, sort 
of influence the outcome. The Yo-kai 
just picks whether or not it wants to 


join you after the fight, and it becomes 
infuriatingly tedious when the story 
demands that you recruit a specific 
type of Yo-kai and you keep failing over 
and over, through no fault of your own. 

I should have marked the original 
down further for this frustration, but I 
was kind and assumed the sequel would 
smooth it out. It doesn't. My mistake. 

Now, if you've got the patience of a 
saint and manage to get past the early 
annoyances, Yo-kai Watch 2 does end 
up being an engaging time travel tale 
that takes Nate and his pals back in 
time to encounter the Yo-kai of the 
past. That rocks. That's the kind of new 
ground it's good to see a sequel cover. 
But | wish the story had jumped into 
that scenario quicker! 

Despite my complaints as a return- 
ing player of the first Yo-kai Watch, this 
could be a good intro to the series for 
first-timers. Anyone in my same situa- 
tion, though, should 
hold out longer and 
see if Yo-kai Watch 
3 launches here, 
and if it fixes these 
issues! — LUCAS 


Protectors of the Canon 


THOUGH THERE HAVE been many 
games based on Akira Toriyama's 
landmark martial arts manga, Dragon 
Ball Xenoverse arguably came closest 
to realizing its fans' ideal experience. 
Nintendo players were denied it back 
in 2015, but all is forgiven now that 
Switch has been blessed with a port of 
its superior sequel. Compared to other 
builds, frame rate has been halved to 
30fps, save for one-on-one fights, and 
heavy aliasing rears its jagged head. 
But does it deliver where it counts? 
Xenoverse 2's primary hook is 
being able to craft a bespoke avatar 
from one of five races: Saiyans, 
Earthlings, Namekians, Majins and 
Frieza's unnamed species. Afterward, 
you join the Time Patrol, a collective of 
warriors who work to correct changes 
in history. It's like being an admin for 
the Dragon Ball Wiki, only instead of 


blocking users' site access when they 
violate the rules, you punch them in 
the face! 

Whereas Vegeta betrays Nappa in 
the original timeline, here the bald 
bull is spared and both end up trans- 
forming into Great Apes. In other sce- 
narios, the party may be crashed by a 
non-canon movie villain such as 
Turles, Slug or an army of Meta- 
Coolers. Such twists deliver a welcome 
spin on these iconic battles, which had 
admittedly grown stale after so many 
adaptations. 

As is tradition with Dragon Ball, 
controls are simpler than those of 
typical fighters. Face buttons trigger 
punches, kicks and Ki blasts, as well as 
powerful special abilities when 
combined with ZL and ZR. 

Exclusive to Switch are optional 
motion controls — it may not outclass 


the standard scheme, but using the 
Joy-Cons to fire Destructo Discs or 
become a Super Saiyan is just so satis- 
fying! 

Combat in 3D space is fast and 
fluid, yet not without jank. You have to 
manually lock onto opponents, which 
can slip your mind when fighting 
multiple targets. Even with the lock, 
you may find yourself swinging in the 
opposite direction due to all the 
high-speed movements. And when 
rolling in a team of three or more 
against a single foe, it can be a feat 
just to follow the action, let alone land 
a single blow. 

Another draw is the hub world, 
Conton City, where you can meet NPCs 
or spar with players online, using your 
Patroller or another rep from the 
extended roster. Here is also where 
you'll enhance your stats by spending 
Attribute Points and train under 
Instructors to acquire their trademark 
techniques. Gain the Death Beam from 
Frieza! Make poses with the Ginyu 
Force! Learn how to play dead like 
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Yamcha (no fooling)! 

You'll find Parallel Quests and 
Expert Missions, additional challenges 
separate from the main quest. 
Elsewhere, help Majin Buu start a 
family, become the third Great 
Saiyaman or even join Frieza's army. 
Tasks come down the pipeline at a 
feverish pace, all of which reward you 
with items and clothing. It's so shock- 
ingly easy to get sidetracked that you 
can blow off your Time Patrol duties 
and still find hours of city entertain- 
ment! 

Early adopters have access to 
Legend Patrols, which grants access to 
the first Xenoverse's story mode. The 
fights cover much of the same ground 
as the sequel — Xenoverse 2’s story 
was even criticized as a rehash when it 
first landed — but who can complain 
about having two complete campaigns 
in a single package? 

Another early bonus is that all of 
the nearly 90 fighters are unlocked 
from the start — though that's a 
deceptive figure, as several slots are 
occupied by multiple forms of single 
characters. 

Not free are the four DLC packs 
that add additional characters, most 
from Dragon Ball Super. I'd be remiss 
not to mention that less than two 
weeks after the Switch launch, Bandai 
Namco announced a PS4 re-release 
that includes all the DLC. This news 
may not affect the game's overall 
quality, though it may impact some 
people's purchasing decisions. 

Despite that blindside, | am confi- 
dent in declaring Xenoverse 2 as the 
best Dragon Ball game in over a 
decade. Combat may stumble at times, 
but the sheer avalanche of side 
content more than makes up for its 
deficiencies. Plus, seeing our fanfic 
heroes given form is a wish come true, 
and no one had to collect seven magic 
orbs to make that happen! - TONY 
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Mario Tries Turn-Based Tactics 


IF IT WASN'T already immediately 
Clear from the title, Mario * Rabbids 
Kingdom Battle is a game about 
mashing things together and enjoying 
whatever bizarreness results. 

Taking it from the top, there are the 
Mario crew and the Rabbids them- 
selves. This combination alone was 
enough to send people into a frenzy 
mere months ago, decrying the very 
idea of the timeless all-ages charac- 
ters of the Mushroom Kingdom being 
paired with the relatively more recent, 
kid-targeted offshoots of Rayman. To 
some, bringing them any closer than 
being on the same gaming platform 
together was too much (and while I’ve 
never had a problem with the Rabbids 
myself, for others, even sharing the 
same hardware was a bridge too far). 

Come E3 2017 and the first official 
reveal of the game, however, and 
people were singing a different tune. It 
was for good reason: Defying all 
expectations, the union of Mario and 
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Rabbids just works. The Rabbids are 
an alien presence in Mario's world, to 
be sure, but the cartoonishly whole- 
some, fantastic charm of Mario 
somehow manages to play a perfect 
sort of straight man to the Rabbids’ 
addled antics. Where Mario might be 
too nice a guy to do something mean 
to an enemy, the Rabbids manage to 
push just that little bit further, result- 
ing in some humorous hijinks. 

The humor is present throughout, 
much of it presented via Rabbids 
doing things across the backdrop of 
the Mushroom Kingdom, whether wit- 
nessing their playing of games or the 
odd artistry they've left scattered 
about. And while the fused Mario-fied 
versions of the Rabbids all show off 
personalities distinct from not only 
their own brethren, but the characters 
they're dressed as, the show-stealer 
has to be Rabbid Peach and her selfie- 
snapping smartphone. She even 
manages to take a bit of the sting out 
of a loss, as she stomps away angrily, 
only to throw the pieces of her 
costume back at Mario’s feet. 


ENEMY TURN 
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Another combination that no one 
would have seen coming (at least, 
were it not for leaks and rumors) is 
the pairing of action/platforming star 
Mario with a turn-based strategy 
gameplay design not unlike XCOM. 
While Mario and friends aren't gener- 
ally known for using firearms, there 
have been exceptions like the Super 
Scope that lack a "real world" edge — 
and Kingdom Battle's blasters are no 
different, not hurting the heroes' foes 
but rather just zapping them back to 
Peach's castle grounds, where they're 
instantly reformed into construction 
workers who build all manner of 
things to aid you in your quest. 

As strategy games go, Mario * 
Rabbids manages to keep things fairly 
straightforward and even somewhat 
streamlined. For instance, your odds 
of hitting an opponent are broken 
down into one of three percentages: 0, 
50 and 100. Or, to put it another way, 
your chances are simply "no chance," 
"maybe" and "guaranteed hit," taking 
the guesswork out of whether a 6796 
chance is worth making a move. 

There are lots of other things each 
character can do, as they'll gain alter- 
nate attacks, bonus moves and more 
that you can string together into cool 
sequences. One of my favorites was 
when I had Rabbid Peach break from 
cover to run into a Warp Pipe, hit a 
weakened enemy Rabbid with a slide 
kick to finish it off, then run past its 
partner into an adjacent Warp Pipe, 
take cover behind a block upon exiting 
and finish said partner off with a shot 
from her blaster. All in one move! 
(Though later on, | was able to further 
upgrade her so she could have slide- 
kicked both of them, but I digress.) 


Mario and Luigi also have moves 
that allow them to take free shots 
during the enemies' turn when they 
break cover. Seeing a Rabbid try to 
perform a jump maneuver just to get 
shot out of the air by Mario in slow 
motion is just a sight to behold! 

The final combination I'm going to 
talk about here isn't too unique, and 
your mileage may vary: joy and anger. 
This game is a blast, to be sure, but it 
can get pretty dang tough as well. 
Frustratingly so at times, and much of 
it seems to come down to design, such 
as granting a boss free hits that you're 
pretty much helpless to avoid at the 
start of a battle. Said boss also got 
more free hits, in that part of the key 
to beating him is to put one of your 
characters right where he'll grab them 
on his turn, unless you manage to luck 
out — much as I did one time when I 
happened by pure chance to knock an 
enemy where | needed one of my 
characters to go, thereby initiating the 
sequence and taking the hit for me. 
That was satisfying, but unfortunately 
not something you can really count on 
to happen reliably. 

There are times when it can feel 
pretty brutal, almost like you're forced 
to take damage that you can scarcely 
afford, but at the same time, replaying 
the battle a few times after beating it 
(via the Rabbids’ time machine), | was 
picking up on little things that made 
me more efficient with each succes- 
sive try, taking less damage across the 
board with each attempt. There are 
also various ways you can approach 
each individual battle, from your 
lineup of characters to how your skill 
tree is arranged for each. 

And if nothing else, each battle 
allows you to enter an "Easy" mode, 
wherein your health is refilled from 


the previous battle and you get an 
extra 50 percent boost in hit points on 
top of that. Unfortunately, | found at 
times that while some battles felt like 
they might be too hard, this made 
them almost too easy by contrast, so 
finding a satisfying middle ground 
might be difficult for some, if you're 
like me. 

That said, | did find myself a little 
bothered by how limited your options 
can be in other areas as well. For 
instance, your lineup of characters: 
There are eight total, and you'll only 
ever use three at a time. However, one 
of them must always be Mario, and at 
east one must be a Rabbid. So if you 
wanted a full Mushroom Kingdom 
crew or a team of all-green charac- 
ers, then you're out of luck. 

In addition, it would have been nice 
if you could actually blast the different 
destructible blocks littering the battle- 
ields at will, rather than only when 
argeting an enemy. On top of that, I 
found the game could be a little 
obtuse with info at times, and can be 
kind of punishing — those trepidatious 
about experimenting can miss out on 
some hugely beneficial information 
that | only discovered by looking 
around online. 


Even just a map for the overworld 
to access when returning to past areas 
to find items you couldn't reach before 
would have been handy. 

Still, despite the frustrations I felt, I 
can't say it didn't feel worth it in the 
end. Mario * Rabbids Kingdom Battle 
is a funny game that keeps you won- 
dering what will happen next, accom- 
panied by a fantastic soundtrack from 
Grant Kirkhope which, at its best, gave 
me a real Danny Elfman vibe. There 
are some design decisions | question, 
but nothing about this game feels 
unpolished, and along with the 
somewhat open/unresolved ending, 
that leaves me with hope that we'll see 
an even better sequel sometime in the 
near future! — DAVID 
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SECOND OPINION 
BLEEPING BEEP-O 


WITHIN THE FIRST 10 minutes of starting a new save file in Mario * 
Rabbids Kingdom Battle, players will encounter on the screen a word 
that | will no longer allow to be printed in this magazine. | don't want 
any more angry emails from Moms of young kids who don't want their 
little eyes looking upon such language! And yet, there it is, in full view 
almost from the very start of this, a Mario game. 

Later on, throughout the campaign, the little tagalong cursor char- 
acter Веер-0 gets angry more than once — and spouts out text boxes 
like the one seen above, with classic random keyboard symbols set in a 
string in order to represent an unintelligible curse word. Again, what? 
What's going on here? This does say Mario on the box, right? 

Luckily, those few odd moments that raised my eyebrows and had 
me wondering why Ubisoft was given such free rein with the text of this 
adventure are some of the only negative pieces of the presentation of 
this package. Mario * Rabbids Kingdom Battle is otherwise absolutely 
delightful, lifting no other part of my face besides the corners of my 
mouth. 

Because smiling, you know? Oh, you already got that. Moving on. 

Kingdom Battle has come into my home at the perfect time, as my 
Nintendo Switch gameplay is now almost always accompanied by one 
or two curious onlookers: my five-year-old and three-year-old sons. 
The Rabbids' outlandish and wildly animated behavior — which would 
have given me only a grin if | played alone — instead inspire huge 
laughing fits as Carter and Calvin bounce around on the couch and beg 
me to rewatch the goofiest moments over and over again. The Rabbids 
are comedy legends in these boys' minds. 

Having the boys involved in playing the game revealed another 
small shortcoming in the design, though. As | gathered more playable 
characters, | let them choose which ones I'd use in each battle along- 
side Mario (Rabbid Yoshi became their favorite). The campaign isn't set 
up well to accomodate switching between all of the different charac- 
ters, though, as you don't earn enough cash going through the story to 
be able to keep them all equipped with the best gear — instead, you 
almost have to end up focusing on just one core trio and using your 
coins to keep their weapons at the top of the line. I 
made due with an underpowered arsenal in a few 
fights, but it added extra challenge that I think 
was unintentional. 

But even that issue is such a small thing 
given the pure joy this game has brought to our 
home. This hasn't been just another video game 
here — it's been a catalyst for wonderful family 
memories with my kids! — LUCAS 
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Cards, 


TAKE ONE PART collectible card 
game, one part board game and add a 
few pinches of high fantasy: You get 
Culdcept Revolt, part of Omiya Soft's 
two-decade-old franchise that's now 
getting a new lease on life in the West, 
thanks to NIS America. If you're willing 
to take some punches as you wind 
your way through the story, you'll find 
yourself asking why you hadn't played 
anything from this franchise earlier! 

It will take you a couple hours to 
pass the initial tutorials and first story 
levels, but there's a reason: The 
hallmark of the Culdcept franchise is 
being eased into gameplay, whether 
you're a first-timer or have played 
previous titles before. You start out 
with an assortment of common cards, 
then learn about various special skills 
as you play through the story mode, 
earning the right to buy those 
featured cards in the store. By the 
time online play was unlocked, | had а 
good understanding of the basic 
mechanics, but found myself out- 
gunned without having completed 
most of the story levels. There's no 
penalty for losing a battle — you still 
get the proceeds toward new packs of 
cards to (hopefully!) strengthen your 
deck for the next battle. There's also 
an interesting mechanic that's new to 
the franchise: Evo cards, which start 
out as baby monsters that gain skill 
points during every duel you have 
them in your deck, which you can 
spend on different attributes to make 
them into your own custom monster 
card. 

As for the story mode, it starts out 
as your standard JRPG fare — hero 
with no memory joins ragtag group of 
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BE That was an absolutely amazing battle. 


oards, But No Cardboard 


rebels in fight to defeat an evil ruler 
and escape their city — but makes a 
swerve as they find out what's lying 
beyond the city gates isn't the 
freedom they were fighting for. This is 
where the well-established Culdcept 
lore comes into play, complete with an 
explanation for first-time players. 

Cepter battles are played out on a 
variety of boards, each with their own 
share of quirks and hazards. Common 
spaces you'll land on include "wild 
card" lands, warps, directional 
switches, magic draining (and 
granting) traps, deck manipulation 
and so on. Much of the action is remi- 
niscent of Monopoly: You collect magic 
by passing a gate ($200 for passing 
Go), summon monsters to lands 
(buying property), create a "chain" of 
same-colored lands (buying all the 
properties in a color group), level up a 
land under your control (buying hotels 
or houses) and attempt to collect a toll 
from other Cepters when they land on 
a space you control (collecting rent). 

However, there are also spells you 
can cast before and during one-on-one 
battles to stymie your opponent, give 
your creatures the advantage and 
hopefully fend off an invasion. This is 
where you'll either praise or curse 
the RNG: lead changes can happen in 
asnap, come-from-behind victories 
are common and you can have more 
than the required amount of magic to 
win and still get beaten, thanks to 
another player claiming a lap bonus 
right at the gate. 

The user interface packs a lot of 
information: You can hit the L Button 
to toggle between toll costs, HP/MP 
and level of the controlled lands in the 
playing field, on-screen assistance is 
provided through pop-up explanations 
of unfamiliar card concepts and 


there's a guide pointer to help you in 
selecting the best move, which can be 
toggled on or off. One component I 
wish could have been implemented 
was a way to share decks with other 
players via QR Code, which would be a 
great way to automatically build a 
deck from your collected cards. 

For those wondering about the DLC 
and thinking of the dreaded word 
"microtransactions," you'll be pleased 
to know that aside from some optional 


DLC quests, everything in the online 
store's merely cosmetic: You can 
purchase player avatars and designs 
for your dice and books for as little as 
$1. 

If the words "children's card game" 
give you pause, Culdcept Revolt is 
anything but — it has no real-world 
analogue, unlike the myriad licensed 
video game tie-ins for popular fran- 
chises, making it a fresh experience 
for both the trading card and board 
game enthusiast. - REBECCA 


The complete list of Nintendo Force retail reviews from ка 
the past two years. Scores reflect individual reviewers’ opinions. 


Fire Emblem Fates: 


SW | ТС Н Conquest 9.0 Daan 


Gravity Falls: Legend of the 


TITLE SCORE REVIEWER ISSUE Gnome Gemulets 6.0 Nadia 
Harvest Moon: Skytree 
1-2-Switch 6.0 Кеміп К. #27 Village 70 Rebecca 
ARMS 9.0 Lucas #28 Hey! Pikmin 8.0  KevinC. 
Cars 3: Driven to Win 70 David #29 Hyrule Warriors Legends 8.0 Daan 
Disgaea 5 Complete 8.0 Chris #28 Kirby: Planet Robobot 9.5 Lucas 
LEGO City Undercover 75 Lucas #27 Mario & Luigi: Paper Jam 6.5 Mark 
Mario Kart 8 Deluxe 9.5 Lucas #28 Mario & Sonic at the Rio 
Namco Museum 8.0 Daan #29 2016 Olympic Games 6.0 Lucas 
Puyo Puyo Tetris 8.0 Rebecca #28 Mario Party: Star Rush 8.5 Mark 
Splatoon 2 9.0 Evan #29 Mario Sports Superstars 70 Lucas 
Super Bomberman R 6.0 Daan #27 Mega Man Legacy Collection 7.5 Tony 
The Binding of Isaac: Metroid Prime: Federation 
Afterbirth+ 9.0 Jonathan #27 Force 8.5 Neal 
The Legend of Zelda: Breath Miitopia 6.5 Rebecca 
of the Wild 10 Lucas #27 Monster Hunter Generations 8.0 Evan 
The Nintendo Switch 90 Lucas 427 Pokémon Moon 95 Lucas 
The Nintendo Switch Pro Pokémon Sun 9.5 Lucas 
Controller 95 Lucas #27 Pokémon Super Mystery 
Ultra Street Fighter 1: The Dungeon 8.0 Rebecca 
Final Challengers 6.5 Daan 428 Poochy & Yoshi's Woolly 
World 8.5 Lucas 
Project X Zone 2 8.5 David 


Return to PopoloCrois: 
A Story of Seasons 


3DS 


Fairytale 75 Rebecca 
SCORE REVIEWER ISSUE RPG Maker Fes 6.5 Rebecca 
Sega 3D Classics Collection 8.0 Neal 
Bravely Second: End Layer 8.5 Neal #21 Shin Megami Tensei IV: 
Cartoon Network: Battle Apocalypse 8.5 Daan 
Crashers 2.0 David #25 Skylanders SuperChargers 
Chibi-Robo! zip Lash 6.0 Lucas #18 Racing 8.0 David 
Corpse Party 8.0 Rebecca #24 Sonic Boom: Fire & Ice 75 David 
Disney Art Academy 75 Lucas #22 Stella Glow 8.5 Thor 
Disney Magical World 2 75 Rebecca #25 Story of Seasons: Trio of 
Dragon Ball Fusions 70 Neal #25 Towns 75 Rebecca 
Dragon Ball Z: Extreme Style Savvy: Fashion 
Butoden 5.0 Tony #18 Forward 8.5 Rebecca 
Dragon Quest VII: Super Mario Maker for 
Fragments of the Nintendo 3DS 70 Lucas 
Forgotten Past 8.0 Lucas #24 The Legend of Legacy 8.0 Thor 
Dragon Quest VIII: Journey The Legend of Zelda: 
of the Cursed King 9.0 Daan #26 Tri Force Heroes 7.0 Brett 
Ever Oasis 9.0 Neal #29 The New Nintendo 2DS XL 8.5 Кеуіп С. 
Final Fantasy Explorers 6.5  KevinK. #20 Yo-kai Watch 9.0 Lucas 
Fire Emblem Echoes: Yo-kai Watch 2: Bony Spirits 70 Кеуіп K. 
Shadows of Valentia 95  KevinK. #28 Yo-kai Watch 2: Fleshy Souls 6.0 Neal 
Fire Emblem Fates: Zero Time Dilemma 9.0 Lucas 


Birthright 70 Neal #20 


PATCH NOTES 
THE ARMS ROSTER EXPANDS 


| WAS EXCITED at first when Nintendo announced that all-new 2017 IP ARMS would be following in 
the footsteps of all-new-back-in-2015 IP Splatoon by regularly adding new content to its base game 
after its launch date. I'm slightly less enthused now that several months have gone by and the pace 
of ARMS' content additions hasn't kept up with the Splatoon standard, though — Splatoon 2 gets an 
all-new weapon or stage or Splatfest every weekend (often more than one at a time), but ARMS has 
only added two new fighters to the mix as of this writing: Max Brass (who was already in the base 
game as the final boss of the main single-player mode), and the newcomer pictured here, Lola Pop. 
That's a lot of weight to put on the shoulders of Lola, but she seems to be handling the burden well — 
some fans were put off a bit by her clown theming, but her more prominent personality trait is her 
insatiable love for sweets and treats, and a candy-coated fighter is a perfect addition to the ARMS 
universe. Lola pops her opponents in the jaw with three signature ARMS weapons, including the 
Michaelangelo-approved Funchuks, the vision-obscuring Bifflers and the shielding Clapbacks. She can 
also inflate herself like a balloon to absorb the impact of incoming attacks! Truly sweet. - LUCAS 
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COMMUNITY 


AN INTERVIEW WITH HAT-LOVING GAMER 


Love of hats coincides with incredible animation skill, it seems. 


WHEN | WAS a kid, the only animated adventures 
any video game characters had outside their own 
games took place on Saturday mornings, between 
commercial breaks. Now, though, one talented 
artist is using YouTube to bring the heroes and 
villains of gaming to life with new stories, parodies 
and homages – all animated with a level of skill 
that leaves me baffled today (and totally would 
have blown the mind of my eight-year-old self, 
sitting with eyes fixed on the TV screen). Ladies and 
gentlemen, I'm pleased to present our interview 
with our latest YouTuber on the Rise, Hat-Loving 
Gamer! 


МЕ: First up, for our readers who don't know you 
yet, can you introduce yourself? 

HAT-LOVING GAMER: I'm the animator behind 
many video game-related animations. Best known 
for my videos of games reanimated in the style of 
Pokémon, and also my series "| Thought This Was 
Sonic 2." The games I reference are fairly wide- 
spread, however the franchises I like to pay tribute 
to the most are Sonic the Hedgehog, Pokémon and 
Super Mario — more specifically, Mario Kart. 


How'd you first get into making YouTube videos? 


78 ISSUE #30: THE МАМ OF MANY HATS 


1 actually started by making music videos. | had just 
finished a music video which was also video game- 
inspired, and after it took me a crazy four years 
(yes, literally four years!) to animate, the finished 
result just wasn't getting seen. 

After seeing video game stuff similar to what I 
do now, | was inspired and thought I could start a 
game-related channel, and eventually use it to 
share the previously mentioned music video. | had 
no idea how it would go down. So, while I still loved 
this new idea, my first official video as Hat-Loving 
Gamer was made as quick as possible: It was an 
SNES demake of Mario Kart 8! 

After some of the nice comments people left on 
it, | got hooked. | enjoyed hearing ideas and 
replying to comments about games I loved! And I 
was just generally loving the amazing support! I 
decided to continue this, putting even more time 
into it, and the music video | originally set out to 
promote was just left lurking somewhere on the 
Internet. 


Now, most Nintendo-related YouTubers either 
appear on camera as themselves or talk over 
footage recorded straight from games (or some 
combination of the two). That's not you. Why did 


you decide to pursue animation instead of some- 
thing more traditional (or easier)? And will fans 
ever get to see the real you? 
| haven't got any reason not to do anything like that 
= I’ve just never had any ideas for it. | just create 
whatever ideas I like the sound of. It's actually a 
coincidence that most of my videos are animations. 
| simply haven't thought of much else yet, but I love 
sprite animation and will keep making those. They 
can indeed take a long time though, absolutely! 

My face might appear on my channel one day. 
Who knows? 


Next, I kind of just want to ask "How?" and leave 
it at that. I'm flabbergasted by your work! How 
are you able to pack so much detail into each one 
of these animated videos? What is your process 
like? 
That's awesome, thank you! 

| try to ignore deadlines with my videos, or only 
go by them for good reason (like an anniversary, 
specific holiday special, or while the game being 
referenced is at a peak in popularity). Aside from 
consistency, unnecessary deadlines only result in 
rushed quality and overlooked mistakes. Sticking 
only loosely to deadlines (where possible) means | 
will add everything | want to add to a project 


INTERVIEW BY LUCAS M. THOMAS | 


before its release, and on particularly stressful 
projects, | have even put the project on hold alto- 
gether for some time, until finding myself in a more 
suited mindset for it. 

To combat my lack of consistency, some of my 
simpler videos were done with the intention of 
being quick-to-make videos, but I only like to do 
this if | think the simple video will still be worth- 
while. 


How long does it take you to create one of your 
videos? A handful of your uploads are brief, but 
most are several minutes long and full of sight 
gags and custom sprites. It must take you ages to 
do each one! 

A lot of the time the videos take as long as you 
would think. My biggest video I did as Hat-Loving 
Gamer was called "Mario Kart with 101 Players." It 
was basically that: a video of a full Super Mario 
Kart race, with 93 additional players, all of which 
were redrawn in the graphic style of Super Mario 
Kart, and were individually unique. These charac- 
ters were from later Mario Kart titles, or other 
games altogether. 

That video took six months! However with videos 
like that | wouldn't work solely on them, as Га be 
absent from uploading for ages (and I'd also go 
crazy). All additional 93 characters had at least 4, 
usually 8 sprites of animation (sometimes even 
more), and so | aimed to complete one character’s 
sprites per day, over 93 days. After a character was 
complete for the дау, ГА continue work on the less 
ambitious videos, eventually working solely on the 
big "101 Player Project" once all 93 of the new char- 
acters were ready. 

That's one extreme though. In most cases my 
videos will take around two to four weeks to 
complete. 


It’s not just unique 2D spritework that’s setting 
your videos apart, either, as you’ve also done 
several in 3D. How does that alter your process? 
3D is a completely different process: different tools, 
different things to consider, and so on. From my 
experience Га say 3D is more challenging, particu- 
larly for what | do, as | try to make my videos 
mimic the look of other games — that’s so much 
easier to do with 2D. It can be a lot less tedious, 
however. In 3D, for example, you can easily move 
models around — unlike 2D where you can end up 
making multiple sprites for something like that. 


And then, even beyond all that, you’re also 
crafting new 8-bit versions of more modern 
Nintendo songs. How are you also a musician in 
addition to being an animator? 
Thank you — I’m not actually very experienced in 
music. The first-ever music | did was an 8-bit cover 
of music from The Sims, used in my "The Sims, in 
the Style of Pokémon" video, so | haven't been 
doing music for long. 

Being less experienced with music, I will often 
only produce the amount of music needed in my 
videos, which is why most of my tracks are incom- 


WATCHED BY MILLIONS OF PEOPLE! 


Whereas many YouTubers focus on quantity (uploading as many videos as possible, as regularly 
as possible), the Hat-Loving Gamer channel has adopted the opposite approach: relatively few 
videos overall, but each one of them packed with detail and hours upon hours of animation 
effort! It seems to have worked out just fine for HLG, as this strategy has resulted in multiple 
millions of views racked up for several different videos there. Among the most popular are those 
you see hinted at here. The "Pikmin in Super Mario Bros. 2" series reimagines that Mario adven- 
ture by replacing the vegetables Mario and his pals plucked up out of the ground with plucked-up 
Pikmin instead. The "| Thought This Was Sonic 2!" series swaps out the sprites of Sonic the 


Hedgehog from his own second adventure and replaces them with dozens of other game heroes 
and villains instead. And then there’s "Mario Kart with 101 Players." Its original version has been 
removed by Nintendo, sadly, but you can still see the making-of process on HLG’s channel! 


plete and unreleased as a result. But I think I’m 
getting better with my music and | have begun 
releasing the few complete tracks as standalone 
videos on my channel, and hope to do more! 

Despite not being my main field, | loved doing 
8-bit covers of the Grand Theft Auto soundtrack for 
my "GTA, in the Style of Pokemon" video, and doing 
even more GTA music was what prompted me to do 
a Part 2! 


Where does the name "Hat-Loving Gamer" come 
from? Is it because, like Mario, you too excel in 
many different jobs? 
Ha ha, I've been asked this question a few times, 
but to be honest, all the other names I could think 
of were already taken. | liked the name as | can 
dress my logo in different hats. 

| do wear hats, but probably not as much as my 
name suggests. Am I wearing one now? Not right 
now. 


As we're conducting this interview, the Hat- 
Loving Gamer YouTube channel is nearing 
100,000 subscribers and you've already got 
several videos that have surpassed 1,000,000 
views. What's the plan for the future of the 
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channel? Any new series ideas in the works that 
you'd like to tease? 
Гат really grateful to receive requests asking to do 
more of a certain series here and there, and I plan 
to do so. Also my series "Pikmin in Super Mario 
Bros. 2" is coming to an end soon with the last 
episode, which I’ve loved doing and will probably 
miss. 
As well as some completely new videos | have 
planned, I also have my two biggest projects to 
date around the corner. | hope to start releasing 
some live-action stuff soon and have begun work 
on that! And following multiple requests, | have 
started work on my first PLAYABLE GAME! It's still 
in early stages, but | hope to release first looks of it 
on my channel later this year! 


Finally, and perhaps most importantly, what is 
the all-time favorite hat of the Hat-Loving Gamer? 
Hat lovers around the world must know! 
Any red hat with a white circle and a red "M" in said 
circle is pretty awesome! But my favorite has to be 
Ash Ketchum's original hat from the Pokémon 
anime — such a cool design, and I love the green 
triangle symbol thing (whatever that is). 

Top hats are also pretty good. мг 
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TONY AT TOKYO GAME SHow! 


Epic adventures inside Japan's biggest gaming expo! 


AS YOU KNOW, the Electronic Entertainment 
Expo is the premier event for new games and 
hardware in the upcoming year and beyond. That's 
not to say that other countries don't put on 
heart-pounding shows of their own! Some abso- 
lutely dwarf E3 in size, namely Asia Game Show in 
Hong Kong, gamescom in Germany and, of course, 
Tokyo Game Show in Japan. 

| was unable to attend TGS last year, but there 
was no way | was skipping out a second time. 
Armed with a stack of freshly printed business 
cards, | informed my schools that English classes 
would be canceled for a few days, then flew to the 
biggest city on Earth for a week of magic and 
adventure. 

TGS is actually not held in Tokyo, but in the 
neighboring Chiba Prefecture at the Makuhari 
Messe convention center. The event ran from 
September 21 through 24, with the first two days 
devoted to the press and the latter to the public. | 
opted to attend just the press days because I prefer 
not feeling packed like a can of tuna. Considering 
254,311 visitors passed through this year — E3 2017 
welcomed a paltry 68,400 people in comparison — 
I think | made the sensible choice. 

(Although, looking around at the thousands of 
so-called "press" personnel, I have to call shenani- 
gans on some of their credentials!) 

Most of the major Japanese publishers and 
scores of indie developers from the world over 
claimed territory in one of roughly a dozen exhibi- 
tion halls, yet one studio again remained conspicu- 
ously absent: Nintendo! It's a mystery why the 
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biggest gaming company in Japan continues to 
avoid the biggest gaming event in the country — 
save for some big announcements, such as the 
reveal of the controller for the then-called 
"Revolution" console in 2005, you'll never find a 
booth branded by Mario's well-groomed 'stache. 

Third parties are free to show off their Nintendo 
wares, however! In fact, a respectable 46 titles for 
the Switch were scattered about, from Sonic Forces 
with Sega to Fire Emblem Warriors with Koei 
Тесто. And who can forget about the indies! | was 
able to sample D-Pad Studio's pixel-perfect Owlboy, 
Area 34's Advance Wars-inspired Tiny Metal, 
Pelikan13’s old-school brawler The TakeOver and 
many more! 

In rather unusual news, Inti Creates announced 
Gal*Gun 2, the next in the suggestive rail shooter 
series about firing a pheromone gun at girls who 
have fallen wildly in love with you, and that Switch 
would be getting in on the action. Their TGS booth 
only had the PS4 build running, but | nonetheless 
gave it shot and... well . . . I stood on a rotating 
platform, navigating the perilous paths of high 
school infatuation on three TVs simultaneously, as 
Inti PR rep Shigeru Nakagawa would sporadically 
shoot a leaf blower in my face. So that happened! 

| made sure to venture outside the Nintendo 
menu too. It was absolutely essential that | threw 
down with Dragon Ball FighterZ, the upcoming Arc 
System Works fighter that had all the Internet 
drooling during E3. The anime-caliber graphics are 
atreat in motion, and the simple button commands 
make combat easily accessible to scrubs like 


myself. Producer Tomoko Hiroki had previously 
hinted that a Switch version was possible if the port 
of Dragon Ball Xenoverse 2 performed well, and 
judging by anecdotal sales trends for that title, that 
likely won't be a concern. 

Naturally, Monster Hunter: World had dug its 
claws deep into Makuhari Messe's rough flesh — 
both Capcom and Sony devoted significant booth 
space to the bulky behemoth, which is only bound 
for PS4 in its native land. I've never been big on the 
Monster Hunter scene, so | passed on the demo 
stations. Still, there's little doubt that Capcom has a 
lot riding on World's shoulders. How well will it do 
without a handheld audience to fall back on? 

Square Enix unveiled Left Alive, a new third- 
person shooter set in the Front Mission universe. 
Meanwhile, Konami demoed a VR version of the 
PS2 mecha masterpiece Zone of the Enders: The 
2nd Runner, which drew the lengthiest line | wit- 
nessed at the event at over two hours long! And 
speaking of VR, I'm kicking myself for not grabbing 
a reservation slot for the Assassination Classroom 
HTC Vive booth! I failed you, Koro-Sensei! 

Sadly, not all was rainbows and sunshine. I of 
course speak of the Mega Man 30th anniversary 
panel (which І watched online, since it was held on 
the final public day). Would Capcom finally reveal a 
new game, perhaps to tie in with the 2018 cartoon? 
How about Switch ports for the two Legacy 
Collections? That would have been nice, right? 
Instead, we're getting a $300 life-size Mega Man 
plush and a $240 commemorative jacket. Blue 
Bomber fans definitely have a lot of extra cash to 
burn since there are no games to spend it on! I'm 
not bitter! Do | sound bitter? 

But | don't want my TGS memories tainted by 
crushed hopes and dreams. If | can capture one 
moment to treasure always, it would be that I'm 
now BFFs with Bomberman and no one can tell me 
I'm not! - TONY 
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THE MAN OF MANY WEBSITES 


... including Mario’s Hat! 


WOW, THE FIRST-EVER "Meet the Force," 
and it's all up to me to set the pace for this 
thing. No pressure, right? 

So my name is David Oxford, though 
reaching further back online (waaaaaay 
back), some might better know me as LBD 
"Nytetrayn" (pronounced "night train"). I’ve 
kind of been at this writing thing for a little 
while, coming up through Mega Man X 
Online/The Mega Man Network (among 
other Mega Man sites that have come and 
gone), and eventually all sorts of places 
over the years, including (but not limited to) 
Advanced Media Network/Kombo, The 
Examiner, 1UP, IGN and Nintendo Power — 
oh, and | wrote the bulk of the Mega Man 
Robot Master Field Guide as well. 

So yeah, you might have seen my stuff 
around — sometimes without even realizing 
it! 

Most recently, I've been dividing much of 
my time between Nintendo Force and its 
next-level Sega counterpart, Mega Visions. 
But somewhere in-between it all, I’ve also 
tried my hand at running a few websites 
that are all part of a network of sites | call 
"Nyteworks." 

Taking it from the top, the best-known is 
probably The Mega Man Network. Founded 
by Steve Watts as Mega Man X Online back 
in early 2000, things have changed and 
people have moved on, ultimately leaving 
me as the guy running the joint. It would 
have been nice if one of those who moved 
on hadn’t been Mega Man himself, as my 
stewardship of the site began not too long 
before Keiji Inafune departed Capcom and 
they put a red stamp to just about every- 
thing blue in the office. Despite this, I try to 
keep fans informed of what's going on not 
just with the Blue Bomber, but other "Mega 
Man-esque" titles and unofficial fan 
ventures as well — until such a time as Rock 
and company decide to return. Like Krusty 
and the Washington Generals, | believe 
they're due. 


Then there is PoisonMushroom.Org, 
which is arguably the most personal of the 
lot, and celebrated its 10th anniversary last 
year (nuts, | forgot to get a саке... ). It's 
transformed a bit over the years from 
content aggregator and blog to, well, mostly 
just blog. | write about games there, sure, 
but I also write about other passions of 
mine, including comic books, cartoons, 
movies, toys, wrestling and food — espe- 
cially snacks and fast food (don't worry, it's 
not like | eat it every day, or even every 
week). Even if | ever decided to shut the rest 
down, I'd probably keep this one around, 
maybe fold everything else into it. 

There are also a couple of others I 
haven't had the time to keep updated as I 
would like, namely The Pre-Order Blog and 
Nyteworks Comics. 

Finally, there's the one that got me the 
job of writing this article in the first place: 
Mario's Hat. After some local success with a 
pair of Canadian gaming-themed Examiner 
pages, I thought I could strike out on my 
own and hopefully find more of the same on 
my own. Whoops. 

As a Canadian gaming website, the name 
is a play on the term "America's hat" in ref- 
erence to Canada. And in gaming, what 
more famous hat is there than Mario's? 
(Sorry, Ubisoft; Aiden Pearce's lid has 
nothing on this ex-plumber.) 

In general, | try to keep up with the 
Canadian side of gaming news, including 
local (read: in Canada) events, contests, 
releases and pricing and all that fun kind of 
stuff. Plus, | like to review stuff when I can, 
be it hardware or software, so there's a fair 
bit of that going on as well — usually with an 
eye toward how it might affect Canadians 
(such as the launch of the Wii U with pre-in- 
stalled apps for Hulu and Amazon Prime 
Video — neither of which were available 
north of the border at the time). 

1 do love to write about things, and 
someday, | even hope to make a living at it. 
If you'd like to help in that dream, | do have 
a Patreon you can contribute to! — DAVID 
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JUST A PAIR OF MARIOS 


WHAT CAN I say? I'm a trailblazer. 


OK, well, | probably wasn't the only Nintendo fan out there who had this same idea for Halloween. The inflatable Jurassic World 
T-Rex suit that made the whole thing possible is pretty popular, and you've probably seen one or two in person yourself already. 
And it's not a huge stretch of the imagination to envision what that same costume might look like with the simple addition of a black 
felt mustache and Mario's signature hat, transforming the outfit from an homage to 2015's revival of the Jurassic Park brand into 
one honoring 2017's revival of 3D Mario platforming — but even still, I'm pretty proud of this prehistoric preposterousness. 


Special thanks to my Mom for helping pull the look together, and further thanks to GameStop for putting the cute plush Cappys 
(that Brett talked about back on Page 10) on sale early enough in advance of Halloween to make an Odyssey-appropriate Mario 
costume possible for my son Carter, seen here dutifully standing next to his ridiculous father to pose for this picture purely for the 
purpose of placing it on this page. His own black felt mustache managed to cover up his entire mouth as he wore it, obscuring his 
emotions for this entire afternoon. Is he smiling under there? Or is he just putting up with Daddy's shenanigans because he knows 
a bucketful of candy is soon to come into his ownership? His body language suggests the latter. (The best Dads are absolute goof- 
balls, Carter. | hope you'll be just as kooky with your own kids some day.) 


Oh, and I should note that Carter managed to claim second place in the costume contest we participated in with this tag-team of 
Cappy-equipped and T-Rex Marios. Not too bad considering it took place before Super Mario Odyssey came out, and most of the 
people in attendance probably had no idea why a tyrannosaur would be sporting facial hair or why Mario had swapped out the "M" 
on his hat for a pair of googly eyes. Though some of the people we encountered had trouble enough recognizing Mario at all — one 
man complimented Carter for dressing as Groucho Marx! 


How about you? Ever dressed up as a Nintendo character for your own trick-or-treating? Tweet us @NintendoForce to let us 
know, and even share a photo! And if you never have, well, consider yourself challenged for next year! — LUCAS 
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